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i¢ back. « all pumped-up and ready to rumble. 


This time, Crash will have to work his way through huge, all new Puc y G4, 


3-D environments. He'll fly with a jetpack, surf on a jetboard 


and saddle up a polar bear cub. He’s got new moves, he'll meet 


- “ὦ 
PlayStation | 


- 
new characters and he'll face plenty of dangerous new 


obstacles. It won't take long to realize: Only the strong survive. 
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the demo today 


Hot Soundtrack 


Featuring The Music Of 


Orbital 
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Younger 28's 
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TEST DRIVES 
“Available November ‘97 For Sony PlayStation and PC CD-ROM! 


ΠΝ Me Me ti i th Mi ἀν. 


Laugh while you frag, from 
Hollywood to outerspace! 


Bag some aliens with over a 
dozen hi-tech weapons! 
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- EXNEWS: Page 10 
| Capcom’s been smoking paint, GT tries 
to take over the world, Sony sells a few 
more FFVII, Eidos is a “PlayStation 
Lover” and GameDay sells. 


Ι Ἔ(Τ,Ε: Page cl 


ASCIil Entertainment offers a NEW prize! 
| Are you stuck? Need help? No worries, 
| we got yo’ back! 


~}CLUSIVE: Page 58 


A candid conversation with Trish 
Wright, Interplay’s V.P. of Product 
Development. 


* \PECTING: Page 34 
EES Wel Taaliare Relig lercce ma [115 eve ce| (2-9! 
That’s what it’s all about! 

= TREME: Page 58 


Lovely Lara takes off her shorts and 
slips on some silky smooth, skin tight 
| water-wear, all for you and only you! 


“RATED: Page 54 


. Join us for a magic ride to the land of | 
plenty where we'll introduce you to the | 


latest that gamedom has to offer. 


MORE MoTo! ©) ~ | 
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SO, DAVE... 


TELUS WANT YOU REALLY THINK 


INTHE | ‘TREME) 


For the first time in the history of 
PSExtreme magazine, we have three 
games in one issue that have scored 98% 
or better and been awarded ‘Platinum’ 
status. To give you some perspective on 
how big of a deal this is, there have only 
been five Platinum games in the two year 
history of PSExtreme. There are well over 
200 titles available for purchase on the 
PlayStation, and these few represent the 
best that the world of gaming has to offer. 

This month, Tomb Raider 2, Crash 
Bandicoot 2 and Moto Racer GP have 
found favor with the editorial staff and 
they are, without qualification, 
outstanding entertainment. The most 
interesting aspect of this achievement 
is that it signals the beginning of a 
gameplay renaissance. There are very 
few major technical hurdles left to be 
accomplished in console gaming. Yes, 
games will continue to look better and 
new systems will offer more of this and 
that, but we now have real-time 3D 
worlds, high-resolution characters and 
backgrounds and an amazing amount of 
speed. Technology is becoming less of a 
factor in how developers and publishers 
sell their wares. Because of this, the focus 
is Starting to turn inward and the people 
responsible for the games we play are 
starting to spend more time creating more 
exciting and interesting gameplay 
experiences. 

When playing any one of these three 
titles, you come to the realization that a 
lot of thought and care was put into how 
the player would experience these worlds. 


DIMENSION PUBLISHING, INC. presets 


>< Extreme 


ENITORIAL 


While the original Tomb Raider aid the 
first Crash Bandicoot were great games, 
it is not unfair to state that they were both 
driven by technology first and gameplay 
second. This holiday season finds both 
games looking a little better (which says 
ΤΠ (0) teem 1 (enya 9101} 0 MAU 7: {τὴ Kozed ev eL0) 0} 7 0’ 
leaders last year) but playing significantly 
better. Both games feature a number of 
new moves and level design that 
surpasses anything we've seen and played 
before. For its part, Moto Racer GP is the 
best motorcycle racing game we've ever 
played, with that competitive, "gotta shave 
just 1/10th of a second off of my best 
time” intensity that a great racing game 
will pull from the player. BMG got out 
of publishing in North America before 
this one saw the light of day — too bad, 
their mistake will end up being EA's huge 
gain. 

You can expect that, when all 
software sales have been calculated 
(sometime late in 1998), these three 
games will have accounted for US sales 
of over 2 million units. More importantly, 
we will look back fondly at this holiday 
season as a turning point in game 
development — the year when the game 
was the thing. These three games, as well 
as the otherdeserving titles that have been 
awarded Platirium, are the beginning of 
the gameplay renaissance — enjoy the 
ride! Well, I have to go now... Lara's in 
1H K0)018) τ Θ᾽. ΤΕ (00) 4 LOMO RIE TKI 0 
gems and this big-headed guy keeps 
screwing with him, and I left my bike 
running... 


Dave 


0 DAVID JON WINDING “μων ΤΙΝ LINDQUI YI 
ae ΜΝ att ἢ MESTON μια THOMAS J. SMITHERS αλλ ANDREWS 
aad MARK P, WINDING “wer SUSAN OLSEN-WINDING 
~-ocjssit MICHAEL A, GERARDO ASSOCIATES *icssu NAGITECH ans D0 au AKENE 


PSEXTREME IS τὴ MONTHLY. SUBSCRIPTIONS ARE $19.95 A pet FROM SESS CE ΤΕ ΕΝ INC. 1175 CHESS DRIVE, SUITE E, pdb Saas ye net a didionsracaaea EL Lh later AT PERIODICAL RATES PENDING AT SAN 
MATEO, CA AND ADDITIONAL MAILING OFFICES. iid bepaagl dal SEND A ESS ar NGES E, 1175 CHESS DRIVE, SUITE E, FOSTER ANDLED THROUGH CURTIS CIRCULATION 
SERVICES. FOR CUSTOMER SERVICE, WRITE: PSEXTREME CUSTOMER SERVICE DEPARTM ENT: te ἜΠΗ cyt Gee AL ESRIOFIAL Becht dag GeCRAKTON δίαρμα BE ADDRESSED TO SAME. UNSOLICITED 
MANUSCRIPTS eariter dd ΒΕ RETURNED OR ACKNOWLEDGED. ENTIRE CONTENTS COPYRIGHT ag 1997, DIMENSION PUBLISHING, INC. ALL HIGHTS RESERVED. REPRODUCTION IN WHOLE OR IN PART WITHOUT PERMISSION IS 
ARE TRADE NAMES OR TRADEMARKS OF THEIR RESPECTIVE COMPANIES. DIMENSION PUBLISHING, INC, AND PSEXTREME 

iGAZINE ARE wy Heng td WITH SONY COMPUTER ENTERTAINMENT OF AMERICA OR THE COMPANIES OR PRODUCTS CONTAINED HEREIN. “PLAYSTATION” AND “PSX” ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT, 
INC. PRINTED IN THE U.S.A, wei oa eine onear ΠΤ 


PROHIBITED. “PSEX “IS A TRADE NAME OF DIMENSION PUBLISHING, INC. PRODUCTS IN THESE PAGES 
MA 


= Moy τε ee 
᾿ q bes ite rely 
Σ plane! Pile 
: pe eT 
Li - aa Oe oe 
7 - # 


A παι πὶ πάρετε, το κατα 
Sa eee ἘΞ 


= ute 


na Pe es ee 
Ὡς αν εν τι τχτει 


Ye ower Croak and S, ekin 


ϑι 
3 
* 


— 


nae ἧϊ ΟΣ 
ee ὦ 


+ sieenhn ἜΣ = a — 


tts 


Avoid chom in’ i εἰς 

a VOlG Chompin’ alligat, 

pina snakes, biting Bde os 
unch of other brand new snes 


www.frogger.com 


a 


HASBRO | » 
Interactive i nyt PlayStation 


©1997 Hosbro Interactive, lnc. Frogger is o trademark of Konomi Co, td. ©1981 Konami. All Rights Reserved. PlayStation ond the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Windows and Windows95 ore trodemarks of Microsoft Corporation. The ratings icon so trademark ofthe interactive Digital Software Association, 


i Ἢ δ ὟΝ | 
q Pe 1 F 
ba -— ! : ε΄ 4 —- Ἷ - - a i ro κε = 
τῶν | ὅσα ' . . 


Hi guys, 


I have to say that your magazine is the 
best compared to the others, but your web 
site is heading the opposite way. I hate to 
say this, but the other guy’s web site is 
beating the crab out of you.When I am 
doing this, your site is more than a week 
old, why? Also I hope that if there are 
some major games coming out between 
issues, can you just do a brief review on 
the web so we can know what to buy. The 
other guys do. For example, NHL Faceoff 
98 and NHL98 are out now and I really 


ΕΓ don’t want to wait till the next issue before 
ΓΕ I find out which one is better, so I have to 


depend on the other web to make my 
decision. I hope this can change. What 
is going on? What is the delay? Keep up 
the good works! 


Andy 
Richmondhill, Ontario, Canada 


Hi Andy. We view the PSExtreme web site 
as added value for our readers who are 
online. It is not a self-supporting entity. 
We update the site once a week and try 
to make it unique in its own right, 
supplementing the contents of the 
magazine. You do make a good point about 
the “in-between” reviews, however. We 
will look into the feasibility of doing a 
“online” review on major releases hitting 
retail before the magazine does. 


Dear PSExtreme, 


I would really like to know if the 
PlayStation is going to be coming out with 
a boxing [game] and if so, when? Since 
I got my PlayStation two years ago, I've 
been hoping for a boxing game. On the old 


ΠῚ boxes of the PlayStation it shows a boxing 


| game, but I heard that it didn't make it. 
So if you can tell me anything, it would 


‘fy be appreciated. 


Thanks, 
Davey B 


Sorry, Davey, we can’t tell you anything. 
There’s no Boxing games on the horizon. 
Whenever we get the urge to box, we haul 
out the old NES and pop in Mike Tyson’s 
Punchout! It’s a shame, all-right! Where’s 
American Sammy when you need ‘em? 


Dear PSExtreme, 


My letter deals with linkable Playstation 
games. The idea of the Link (Combat) 
cable was and still could be a great idea. 


fi I 


The problem I and I'm sure others have 
with it is that you either have to purchase 
two copies of the same game or know 
someone else that has the same link-able 
game. I already have more than one TV 
in the house and I would be willing to 
purchase another Playstation. I am NOT 
willing to purchase two copies of the same 
game. I understand that a company would 
not want to package two copies of their 
link-able game for the price of one as it 
would allow people to give away or sell 
the second copy thus reducing sales of 
the title. I don't understand however, 
why companies couldn't sell link-able 
games with a second copy of the game 
that requires the original disc be inserted 
first to load required data, thus making 
the copy worthless without the original. 
The idea being the same as games that 
are on multiple discs. Disc two of FF7 for 
example can not be used without 
information from disc one. This would 
allow a gamer to take advantage of their 
link capabilities at an affordable price 
without hurting the volume of sales for 
that title. If anything it should help the 
sale of the title. I for one keep my link- 
able games even after I have finished them 
as the link mode offers life after 
conquering the game. I trade my other 
titles in giving the developer one less sale 
of that game. The costs of supplying the 
second disc would be minimal to the 
software companies. Sony would probably 
see 8, boom of Playstation sales to current 
Playstation owners if they were to make 
this idea a reality. Is there something I 
haven't considered that would make this 
idea impossible or that wouldn't be 
advantageous to Sony or their third party 
developers? 


Tim Harri 


The idea behind linkable games is that 
both you and your bestest buddy both 
already have PlayStations with the same 
game, not that you should buy two copies 
yourself. It looks like even though the 
link-up option is great fun, it’s not catching 
on with the mass market, so support 
for it is slowly dwindling. 


Dear PSExtreme, 


I’ve only owned a PlayStation for ὦ weeks 
(shut-up all you veteran owners, I know 
you are laughing at me) and I only own 
Tomb Raider (my favorite game so far). 
I have rented many games and your 
reviews are on the mark (1 don’t agree 
with you on 1 review but no one is 


Je 


easton harp aaah 
perfect). Keep up the good work. I have 


oe 


a few questions for the wisest of all. 


PlayStation mags... 


1) What company published the Golden | 


Axe games? 

2) Is the company, from question 1, 
planning on releasing a Golden Axe 
game for the PlayStation? 


3) If the answer to #2 is no, please inform ὁ 


me of how to contact the company for 
question #1! 


4) Are you going to do an article on Final | 


Fantasy ΝΠ 85 storyline? 


5) What kind of classes should you take ὶ 
Gin High School and College) to become : 


a, magazine editor? 

6) Are you under control of the chickens? 
(1 see them in my dreams. Don’t tell 
them I told you). 


I’d like to end on this: Readers that 


complain of reviews not being to their | 


liking and write letters about it, waste 


precious space for letters that really need | 


to be answered, so please keep the opinions 
to a minimum. 


Thank-you, 


The Future Editor of a Mag 
Friendship, WI | 


Hello Mr. Future Editor guy, don’t worry | 


about people making fun of you... buying | 
a PlayStation was a smart move... you 


gotta get one sometime! 

1) That’d be Sega. 

2) Very doubtful, since they’re in direct 
competition with Sony. 


5) They’re in Redwood City, CA. Their 


phone number is 650-508-2800. Feel 


free to call them to ask if they'll bring’ 


Golden Axe out on the PlayStation, it 
can’t hurt! 
4) We were, but it turned out that the 


storyline had too much harsh language | 


(see last issue). 
5) Wood’ shop, 

Archery/Golf, 

Architecture and Horticulture. Don’t 


Home Economics, ! 
French, Drafting, | 


forget to join the 4H Club and the | 


ROTC... and work Fast Food during 
breaks. (This is how we all got where 
we are). 

6) We can neither confirm nor deny. 


As for readers’ opinions on our ratings... 
we don’t mind serious discussions. 


Address all mail to: 


EXIMMAIL 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: d6@quake.net 
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RESIDENT EVIL 
DIRECTOR'S CUT: COPS 
In one of the more notable blunders 
in videogame manufacturing history. 
Capcom's recently released Resident 
Evil Director's Cut — which had been 
advertised for months as having "the 
Complete, Uncut and Uncensored 
Resident Evil Cinemas" — in fact 
contained the same censored video 


scenes as the original release of 
Resident Evil. 
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The scenes in question were the 
game's black-and-white intro 
sequence, which featured a severed 
hand and an early video sequence in 
which a disembodied head plunks 
to the floor of the game's haunted 
mansion. Capcom management at the 
time of the original game's release 
in April 1996 felt the hand and head 
were too intense — even though the 
game had an M rating — and had 
them trimmed out of the video 
sequences before release. (We've 
printed screen shots of those trimmed 
scenes to traumatize you.) 

The missing footage caused a 
hailstorm of criticism on the Internet, 
where hardcore gamers chewed 
Capcom a new one and came up with 
various conspiracy theories for the 
blunder, ranging from intentional self- 
censorship (presumably to 
intentionally anger their customers?) 
to being forced to remove the video 
by the ESRB. 

The reason for the missing footage, 
as explained by Capcom's Sean 
Mylett, is this: "Capcom Japan 
handled the submission to Sony 
America. They sent over what we 
called the final, and in the intro, there 


was a Japanese trademark, so Sony 
refused it. What they didn t realize 
is that the trademark was in the 
cinematic. So Japan thought that the 
easiest way to fix this, not thinking 
it was an issue, was to switch the 
cinematic back to the original 
American [censored] cinematic, 
because that had the proper 
trademark. They didn't send it to us; 
they sent it directly to Sony. 

When we found out, we had made 
commitments to retailers, so we had 
to eat humble pie and go with it. The 
first zombie cinematic is linked to the 
opening cinematic, so that got affected 
as well. We ve taken the uncut intro 
and posted it on our website...But 
when you get down to it, we're talking 
about 15 seconds of footage that 
doesn't make this any less of a 
game. " 

It is unknown whether Capcom Japan 
will alter its submission process in 
the future to go through Capcom USA. 
It's also unclear (but quite doubtful) 
that Capcom will recall the game or 
create an uncut version to send to 
complaining customers. In the 
meantime, Capcom is “working ona 
solution to please everyone. " 


GT INTERACTIVE BUYS 


MICROPROSE 


GT Interactive acquired computer- 
game publisher MicroProse for 
roughly $200 million, a deal that 
makes the combined company the 
second-largest publisher in the U.S., 
behind only Electronic Arts. Whoa. 
One of GT's stated goals is to bring 
over many of MicroProse's most 
successful computer games to the 
PlayStation. We hope that includes 
Magic: The Gathering (the REAL 
game, not Acclaim's action/strategy 
stiff) and the sensational Worms 8. 
GT will also be changing its name to 
reflect "its increased focus on the 
publishing business. " 


Poot Riser 
ΝΣ 


FINAL FANTASY ΥἹΙ 15 
#1 


sony is stating that Final Fantasy VII 
is the best-selling video game of 19977. 
already moving over 500,000 units. 
It isn't clear whether those are sell 
in numbers to retailers or sell-through 
numbers to consumers, but Sony savs 
that FF7 is number one either way. 
FF"? even cracked the top five rentals 
chart for the week ending September 
ΟἹ, which hasn't had a non-Nintendo 
same in its ranks since November 
1996. 


LARA CROFT BELONGS 
TO US! 


After months of rumor, speculation 
and low murmuring, Sony and Fidos 
have done the deed: Tomb Raider IT 
is a PlayStation exclusive (not 
counting the PC). and Sega Saturn 
and Nintendo 64 owners are SOL. 
Eidos touted the deal by talking about 
the PlayStation's worldwide 
dominance as a hardware platform. 
As for us, we couldn't be more stoked. 


GAMEDAY BEATING 
MADDEN 


Although September TRSTS numbers 
haven't been finalized yet, we have 
it on good authority that Sony's NF. 
GameDay 98 (98%-Platinum-October 
'9'7) is out-selling EA Sports' John 
Madden NF'L Football 98 (83%-Silver- 
October '9'7). Nationwide figures 
indicate that GameDay 98 has as 
much as a 20% lead, in terms of actual 
units sold-through, on its arch-rival] 
and industry analysts expect that 
both games will continue to sell 
briskly well through the holiday 
season. 
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Our programmers found a way 
to Create the most 


authentic basketball game around. 


NBA Fastbreak '98. The most realistic, full-motion 5-on-5 sim you'll ever play. We've duplicated the | Bonus inside game! NBA Fastbreak’98 
NBA's hottest players and their moves. You call the shots: use Rodman’s rebound or O'Neal's power | Playbook. A Midway exclusive! Authentic 

a | | Ter ᾿ _ | inside tips on NBA team plays and 
dunk; make Stockton shut down Kerr; have Hill take it to the hole and Hardaway shoot the three! | jnqiviqual player moves. And they’re 
There's only one way to play a more realistic game of basketball -- get drafted into the NBA. yours to call. 


The fastest way into the NBA“ 


www.midway.com 


NBA Fastreak S8"™ 1997 Midway Home Entertainment ing. All nghis reserved. Midway is ἃ regatened trac eng rk of Wichway ag mes inc. Used under loense The NBA and the dual NBA team identificabons used on.or on thes product are trademarks, copynghied designs and other forms Οἱ intellectual property of NBA Propertes, Inc. and the respective 
NBA teams and may not be used, in whole or in part without written consent of NBA Propet bes Ἴς 1987 NBA Properties, Inc rights reserved. Developed by Visual Concep sn lerainment 1 PlaySt aon and the PlayStation logos are vademarks of Sony Computer Entertanment Inc 5603-57R4 
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OP 10 BEST SELLING PLAYSTATION TITLES 
RANKED ON UNIT SALES 
AUGUST, 1997 
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NCAA Football 98 Madden NFL 98 Triple Play 98 7 GameDay 98 Jampack Volume 
EA ony ony 


average retail price 5" ἢ 2 average retail price | 5 average retail price i 5 average retail price ms, 2 average retail price 5 


: he 
last month 


last month 2 


Twisted Metal 2 


Sony é 
average retail price 4, tl 


Hood for Speed I It Tomb Raider Twisted Metal 


EA Eidos Sony Sa 
average retail price 2 7 


average retail price a & average retail price 5 1 


as | 


Source: NPD TRSTS Video Games Tracking Service * 9,100 outlets across the U.S. 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 


The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. 
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KIDS TO ADULTS 
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WU WUE UNIVERSAL 
il | " ΠΠ}}} UNIVERSAL 


INTERACTIVE STUDIOS 


RS?f/ULI4sS L0UU 


Good for $10 off single regular purchase price of Crash 2. Valid 11/04/97 - 01/31/98 only. Offer not good on layaway balances, gift certificates or ie 
credit card payments. Not redeemable for cash. Not valid with any other coupons or offers. Limit one coupon per transaction, one per customer. PlayStation 
Void where prohibited by law. Cash value 1/20¢. © 1997 Sears, Roebuck and Co. Satisfaction guaranteed or your money back. 


Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
"Crash Bandicoot 2: Cortex Strikes Back" TM & © 1997 Universal Interactive Studios, Inc. All rights reserved. Developed by Naughty Dog, Inc. All rights reserved. 
Call 1-800-771-3772 for game ratings information. 
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HERE, THE INNER δι ΤΥ STREETS ARE LITTERED 
WITH WEAPONS OF ALL SORTS. 


ise Dr 


ϊ " | ale δον, Didar t I agg 
OTHERS READY-MADE AND BANNED IN MOST STATES. 


| ALL PROVIDE ENDLESS HOURS OF 
EXPLOSIONS, GUNFIRE, AND MISERY ὁ 


OF THE HIGHEST QUALITY, , 
NO WONDER THIS CITY NEVER SLEEPS. Q 
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wwwetlightingforce.caom 
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'@ Each month we'll pick the best code sent in by 
-@ our loyal and intelligent readers and send that 
'“@ person a brand spankin’ new copy of ASCII’s 
ἽΝ ποῦ ΠΟ Pt ee vee gn βδαγιθ ἴῸΡ 006 
pede y 11-79 or, if fighting’s your 
-@ thing, ASCII’s aliz stick Cyou decide). But 
| wait! That’s ἘΣ all: ti vo act now, we Ἴ 8180 
πο] 8 ae ἜΠΡΕΙ stylish ASCII Grip one- 
ae 0 r for the PlayStation, for your 
se controlling aibseibe PLUS twelve (12) f 
a 3 of the best, the first, monthly dedicated 
a PlayStation magazine, PSExtreme, of course! 
Whoa! That’s a lot of boat stuff for just a code; 
what are you waiting for? 


= = ΤΊ id rs d F 


Sap ΓΑΙ Gee a me ay γ Se be ees eo, ee, ip oo, ΗΜ 
ἮΙ ' a | Ἵ Ρ ᾿ ἮΝ "ἃ Ϊ ‘i £ 

The τι y:y j | FL. ͵ | ἽΝ. 4 

nts = a 7 J | j ͵ || fe ᾿ Ἂ 


σδηθ ιν δ ἢν eas ae again go ae — 
Ἢ we 5 winner, Ry ard Cha 

4 “Mr. Zed, did eon really figure ee ‘out all 
a by) yourself? What a crazy guy you are. Were 
ΟΝ you in Pulp Fiction? 
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ae Ethel 
e Phoenix Down 


=, -- 
Ϊ Τ7 


i The item, Gap goes ¢ as eiewa and is in steps... 

‘@ #1 You must have the ATB set on wait and 
must have someone equipped with the W- 
Item materia. 

#e GO into a battle and go to the person with 
the W-Item materia and go into items 

#8 When in the items pick an item that you 
want duped, such as a megalixir, and 
choose to use it 

#4 Then while choosing the second item to use 
1|5}14]: Ὁ 0 1918} 5 9181 9}8. Φ 84 9) 8 τἸ ὼς γτ}8 80 τ Ή 919}... 48 1-}8 

a you are choosing who to use it on press ΧῚ 

4 1Π6η Ὁ. τἴηθη < Mama τπθη (Ὁ δπὰ 8ο οὴ υηὰ] 
you have 99 of the first item that you 
ΟΠΟΒθΘ. 

[91 ὙΞῊ ἡ ΕἾ πω ἴεἸ: Ὁ ΕἸΞΗῚ 18 1 Ὁ} 41 91- 18ΓΞ| Ξ δὲ ΠΕ. 10:5 Π|- (τ 816: 

only on in-Battle items so you can't dupe 

weapons or anything. but it is useful in that 

you will never have to buy a potion again 

Welle -het-i-at(olbite:- hale at- ni, 88 τῆϑην ἘΠ᾿ ΧΊΡΒ ΟΡ 

ἫΝ Megalixirs as you want. 


ie CONTEST RULES: Anyone of any age can enter. The only people not 
oe eligible to win are employees of Dimension Publishing or ASCI| Entertainment, 
ee their friends, family, pets and anyone they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regarding the contest. One winner 
per month will be chosen, at Dimension Publishing's discretion, based on the code 
or trick supplied by the entrant. If you win but do not specify, in your code 
submission, which prize you want to receive (Felony 11-79 or an ASCIl 
SpecializedStick), then we will choose for you. 
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HIDDEN TEAMS: This will allow gamers to 

access two hidden teams: the Rad Army and 

Virgin Blasters. 

-- Select "new game" 

-- Select "exhibition" 

- Press and hold the &, ®, © and @ until the 
"Team Select" screen appears 

-- Virgin Blasters and Rad Army logos will 
appear between the end of the World Teams 
(USA) and the start of the NHL teams 
(Anaheim) 

Code supplied by Norma Velvikis ;-) 
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VIEW STANLEY CUP VIDEO: Enter the 
password sonia gut 


PLAYERS 


SMALL 5: Enter the password 


NHLKIDS. 
LARGE PLAYERS: Enter the password BIGBIG. 


SS p agm Ὁ a Γ, = og erg ape 
ΟΝ ΝΟ er ja r et, Ei, bee 7G ΤΥ AS i, ie ae q ι ἢ i 
| ‘ee Ἶ | Ι be =a hs «| " ig eh = ἢ ied i | Z ΕΝ | re | i Ι 
| = GF at & ᾿ | 1 Te ἐὴ @ai@dg re nf ie 
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LEVEL SELECT: Start tho. caren with any CD. 
At the μὲς τ 9914 166 Γπὴ 8.5. τὼ 6 8.8. μΓ 181} τ 6Ἰς - ΞΟ 


press fT, ¥, 4, T, _ A screen that says 
“SCENE=” will appear. io select the scene, use 
Throttle Up and Down then press &% to begin. 
ONE HIT KILLS: First, enter the Level Select 
cheat. hey during a dog fight, press 

Li BS L2 PRC) [ῸΡ 8. οπϑ Ὠἰὺ Κὶ11. ΒΘ οϑρϑΡα] ποὺ 
to shoot your friends. 

Code supplied by Zac Brandenburg 
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AY CHEATS: 


GAL noe, 


Game ViCtOLY: .oscccsscssesssesesesesesesess.UTTCLINNS 
ETS LOBE ss scuxcxcikvesianusavaay bepcasaekens YPTFLWRM 
Hnsvle GOO MOS soc esencsdecvessivis sees ἐπ: 815». υ8) 
COBD icccisvissaswveniitavaiveacet eeter ena CO MUSE: 
MSPIG ines ΕΗ REGRET chy She wees VARYLITL 
EIS ccc as vnsccncinsdavieeecesshesedeeresas DCKMT 
BOW BESS ονουκουυρίρυνωουςτυ κου ως κύνας NSCRN 
Past Bue vsciccssivisiccsivesiaviaiives waa MRTS 

Find. GAMe VICKOR ......ἐἐννννννννννννονον THRCNBNL 
DONG SNE CHE BAM onc cevinsssenccvcenee NATASAANR St 
TATINDOY escccciscisasexcaisaxtecniassuieseunans HTCHTANS 
sik; Roi} Gan \( 01616 bs 6) 816) 0) 0) b 6) ane HTCHT 
Disable Magic traps ........sceccseeeeeees NGLS 
FMVs 

New Opening................60 peenetwan eres CLMX 
TOD ODSDING éccisasivisesvcdk χώξωυς ὡφώχοδι νν TDPNNG 
Biman POD Ace ΤΙ ρνρογεεννννννενεν, HKHZMD 

ἱ πα ἀν πϑ᾽ τα VOR Bey Ts. sh connsdeeneeis NRTHLN 
Huma TOD Act LY ΠῚ RTNTZR 
Human TOD Victory cicsisaeisevebeceancs HTDVCT 
Ore TOD: ACG ἢ sccccswsadscsssihins: RCKHZM 
Ore: TOD Act ΤΙ igissiecadkennwdiad @LTHLS 
ΓΟ TONS BOG VT hvscenccecncasteacnesbtessdves TDSFDR 
EFC POD) VIC besicaxccacesthesaush does .... RCTDVC 
DP OPSnine oc livcdscsdecsasdencedbdiaspive DPPNNG 
uma DP ASG ΤΠ. κι οὶννινόννονν ἀουζίτος DRNRTH 
Human DP Act Whissescirdersivets.. .. LLWRNTH 
Buman DP Ab IV .. diccbecedssnvebdesidens HMSREV 

fo Ὁ 16 εἴ: 9 We U)<datslcire: Δ oO okt Oh 
OPS DOP) AiCb Li tinge sae ἐκουνννενξ νυν ἰΉΝΝΟΝ 
Or DIP UAGG UD sdcites en iheassesusbavadeats RCGRTS 
Pe DP AGG WL cit ΤΥ ΤΥ ἘΠ ΡΝ PRLDTN 
Ore DP VACbOTH  ΕΒΌΝΝ, table Wis 
MISSION 

Human TOD 1 - Hillsbrad.............. HLLBRD 
Human TOD @ - Ambush............... MBSHTM 
ἩἨυχήϑῃ KO)D ὅ - Βου 5 ΟΥΘ.......ἁἁἱνςς ἩΞΤΉΒΗ 
Human TOD 4 - Attack............. ve lL TCOKNG 
Human TOD 5 - Tol Barad............. HTLBRD 
ishthoct-hemO)B 6 - D) phew ΑἸΡ̓Β2 ...... we DNLGS 


Human TOD 7 - Grim Batol........... GRMBTL 
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Ore TOD 9 - Razing TYR’s Hand 

Ore TOD 10 - Destruction.............. DSTRCT 

Orc TOD 11 - Dead Rise................. [8515] atelel") 
TOD 128 - Tomb of Sargeras.....TMBFSR 

Orc TOD 13 - Seige of Dalaran.......SGFDLR 


a ΠΡ - - The Seas of Azeroth ..... SSFZRT 
a .. SSLTNK 


rh 


\ \ 
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a, 
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Code supplied by Tatt Maylor. 


Porsche Challenge 


eee φρρογθὲ πισεῖθα 
( ‘tast driver " avaliable | ἌΡΑΣ 
( wser car jumps ) 
———— ται σαππασαααανσΝ 


ἐτι πραασῃμα.-- 


Ὅτ lacks Dveloble ) 


1.186}: Ὁ} OO) D) osu ὌΝ ἡ εἴ -Ν 661: 529 886-80} 5.90} Π|. 4}, 
=J01F-) 6181} 9) δ 1Π81- 51 8}}}}.,Δ ὃ 81“ 8)} 1 59}8 
[619}9919}} 8 5} 19} Δ ΡΝ Ν 81 Ὁ ἘΠ} 6 ΜΝ 88 1 81 Π81- 161} 1ΠΓ618Γ- 
have to be pressed at the same time. Enter a 
Glole(- mee τ ὉΠ} 2810. 581-95}. 9] 000 Mel LO)D) iomeje)nieyel 
appears; you also hear a demonic little laugh. 
ALL CARS JUMP: f+@,7T+©6,7+@, T+ 
‘OF Ean ts ere OF 

END GAME (CREDITS): @, ©, € + SELECT, > 
+ SELECT. 

seas ieeH ce Awe ΟΝ Li Ηὶὄ L2 Κὶ η:} 
Era 


HIGH VOICES: tT, @, Δ | 
HYPER CAR: SELECT + @, SELECT + ©, 
ΔΘ ΓΟ 

INTERACTICE TRACKS AVAILABLE: Ψ + 
START, fT + START, SELECT, START. | 
INVISIBLE CAR: @+© 7 R2 MCI ΟΣ 
a Ri oO} 

Torre! TRACKS AVAILABLE: fT + SELECT, Ψ + 
SELECT, START, SELECT. 

MAD RAGE: ft, €, > + SELECT. 

8050510) 2 0 119} o al O Mr ean A Me ee (1 

TEST DRIVER AVAILABLE: > + @, € + 
SELECT + @. 

TUNE TEST DRIVER: € + ©, > + SELECT + @. 
UNLIMITED RETRIES: 1: + 23, G8 + fe 
+ 

USER CAR JUMPS: @, ©, Φ. 


efoheobeet-haleme ΟΣ 610} εἴ6}} {τὴ ἡ 


WACKY SOUNDS: Go to the password screen 
and put in Godzilla for japanese sounds 
(Hillarious) 

HARDEST MISSION Put in PATSUX for the 
hardest GDI mission. 

(Only on GDI ed) 

Code supplied by Andy 


CONTROLLER & DUCKING: Plug a beat-up 

εἴ9} 61 5 0 9}} {τ 6. 0 ΝΠ 461-31 - 69} em ele;urmanelue)| 10.9.6 1Π8]- 
ground, and stomp on ©, @, ® or @ to duck. 
It's the complete arcade experience! 

EASY MODE: When the choice to play TIME 
ATTACK or STORY mode appears, shoot 
outside the screen. The words HASY MODE 
appear in the STORY box. You now have five 
᾿'νθ5 δῃηα δκῦγϑ, ὑσηθ ἴο υῖδν ὑΠΡοΟυβῇ ὉΠ 6 
STORY mode. 


Cool Boarders 2 


edhe 


᾿ 18} οἰ 9}: Ὁ [9] BD) dem Θ᾽9}}}} 9} 5} 5} 58 }8 815 818 16 Ξ 9 
Snowboarding Combines Cyou don't have to be 
3581 ἐ- 6: ΠΠ8ϊ- mre) op mm Olelelels\-mneloM usl>)Ulel-me)G 
Φ}819.}2 9181: 868} 8 5}. 919} 48181181- 9 98 96. 5816 8) 0 τς ἘΉ86 
ΠοΙὰ ΚΕ ἴο Ῥϊδν ὑπ6 σου ΒΘ 5 811 ΠΙΡΡΘα π' 
stuff. 
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© Single Race (> 


Championship 


= fs 
$s ΤΟΦΕΙΕ. 
SELECT OPTIONS 


A BACK X SELECT 
0 inro 


4 BONUS TRACKS: Enter the name BILLY 
BONUS. The Sixties track gives the screen a 
nifty "old scratchy black-and-white footage" 
Kole) 

ANNOUNCERS: Enter the name BOX 


5 discs deep. 
A universe wide. 
Say goodbye. 


eet ad Pa 


ἢ 


ἘΠῚ 
Δ 1} ἢ 


“ant εἱ 
ΠῚ Σ 


en 
μὰ Was ΩΝ, Senet τ : a 


VEEN eo 


᾿ 
73 
τ 


PLAYSTATION” 


ene , τ Ἢ a eee i ὟΣ: 


πὰς Ee 


RATING PENDING | Γ 


ει Le 


2 more information on game ratings contact the ESRB at 1-800-771-3772. f iver The Sequel to Myst © 1996 Cyan Inc. Soft " re cop ight = 
1997. Cyan Inc. and Sunsoft. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Enteftainment, Inc. 
Acclaim is a division and registered trademark of Ac aim Entertainment, c. & ἃ Θ᾽ 997 Acclaim’ Entertainment, Inc. All rights)te served. 


oa 5 ἷ ᾿ 


PlayStation 


a Ὡς ἢ 
ΜΕ 


te 


Ps 


i 
wt εἶ i 
- Β5 Ἵ a πὴ ἘΞ 
7 i ee : 5 | 
᾿ ᾿ς "ΠῚ 
. wy ps * 
tek ai = 1 Ἵ 
= ss 
4 
& ᾿ 
i 


Gam Ah Ae 


— te ee el ieee 
j lo COOLESLC 


 Waiaiinus: Nlikes odes won't v rork ¥ 


net /~brianj /s 
latel.co.) k. If you find a cod “8 ΠΙΘΘΝῚν wor K, 
j 


todez right here for Abe 


t codez and iz 
Ἷ 5" irk.c om, 

gsccc /inde x,.ntml or 

ipgrade your 


‘Game Shark, Check your 


mani al ; for fats. tails ag 


(GS vi. 99) 

Delta Apache Codes 

Infinite Fuel...... Pee angle cia ar B00F5982 

fe} ae Wala ΕΔ ΑΥ̓ΤΟ eas oan ee er Mp pubes 800F5900 

Infinite Wing Tiph....s.e eee eas 800EF454 

Infinite Missiles..... gare att aig tatty 800EF438 

Infinite Rockets . sce ec cee ees 800EF41C 

᾿ ἢ a fe ode Op o br εἴτ Gl o F.C be βῥΠ᾿ 800EF400 

Delta Huey Codes 

TRELHALE Ss) Rios eae a. eee Wee ὍΣ ΘΕ we eae 800F5AF0 

THEOL ES) APMOT Cie ke teow ie ses wee B00F5B72 

PNET εὐ -Ἰ WEG TADS ie eiecaisve e's 058 SQ0EF3E4 

INEINLTCS ἡ τσ οὐ οτ τ ise oie cece tele ee S80Q00EF3AC 

1e-BE- belo Me. \er-lode(- ma @lole(- =| 

Infinite Fuel. i.e. ise eee ee es es s BOOFSDCA 

Infinite: ALTMOF ec ete se cele se ws se SOOPSDAS 

Infinite: Wind TAPS... sts ene e BOOEF13C 

iGohab Seb he - 0 ba-)-p es A -)- oe Be at ΒΟΘΕΕΙΖ0 

Infinite Rockets.....0+seeeeean B800EF104 

Infinite Chain Gun. si. ss se ce ce ae SQ00EFOES8 

ἐπ Το τ ma) ele) e) ol =) a ϑίο ν1:}- 

Infinite Fuel.........:; oeneee se «AGOOFP2ZEA2 

Infinite Armor...... Pike aes . 800F2E20 

Infinite TGAS..... She aes Ἐς . .800EEOBC 

Dmz Apache Codes 

InEi ns Cea Be bocca te see eee eee eee ».S00F65CA 

Infinite Armor....cseccnvevess -GQOFE6548 

Infinite Wing Tips... ...ceeu sen 800EFO0C 

THEO ECS SUNS ese hacen le oo eke a eles SQ0EEFBS8 

Dmz Tank Codes 

BG τῇ εἶν a be Bod Ford CS εἰ oper seers cb ge σα ἢ 8008203C 

ΤΕ Υπερ ase eee ele ms 800F5B70 

Infinite Cannon.......+.:. Ae See 800EEEBC 

Delta Hovercraft Codes 

Infinite: Fuel τς sw ee eee τ} να: 

Inftinlte ἌΥΠΟΣ....... τὰν ως COOFST6OO 

ΤΕ SS siecle ee ole φοιτῶν SQ00EF374 

Infinite Cannon......ee22220222+S00EF33C 

IDEINLCE ROCKGCE ys s-0 ois ube alee les BOQ00EF358 

Dmz Bradley Codes 

Infinite Fuel..... Pee sy pee eae Ge B00F60B2 

Infinite Armor ΜΠ ΡΥ -800F6030 

Infinite Guns.......+- wees... S800EEFG4 

Infinite Missiles..............-800EEFS0 

Dmz A1l0x Warthog Codes 

ΤῊ APES δ τς wre τον τ τ τὸ BO00F63F2 

INP LOLS APO ΤΡ ce eee ee ee 800F6370 

INEANLES| WLOG TLD vies isites secretes B00EEEAO 

Infinite ROcK@tsS oo... sien ace cw ee B800EEE68 

Infinite Missiles....... ; .- 800EEE84 

Infinite CBTIOM . 5... Peay ee ae 000) 2) Ὁ 16 

(GS v1.99) 

All Planes. ew Τρ Grace τὸ τ  φλώ τὰ τὰ ἢ 80010C44 
80010C46 
80010C48 
80010C4A 
80010Cc4C 
80010C4E 
80010C50 
80010C52 

iT EVIL 2 DEMO (GS v1.99) 

Infinite health... 6s. ees. sss SOOAICI2Z 

Sub machine gun w/inf ammo..... BO0A4BFO 

LOCKS yeah ok ee ae ea oe ke eaece BO00A4BFO 

Dy RG Vea e teen ye verery ὩΣ Wd Gel wae oie eo bbe .. BOOA4BFO 

S ROY oves ie Ohi eae s da ow rales 800A4BF0 

by RG aa eck eae eae bees ee ee ac koe a eran B800A4BF0 

FEL (GS v1.99) 

No Damage.......-. Taha Bee .. -SO009AEG4 

Infinite Time.........5: Sea hte ese te B00B707E 

Elapsed Time 00:00:00.......... 800A3416 

Sil yey SG ih wate ata sh cera sel sb ἐς ρει 80083190 

Have 99 Escapes .....-2sseeeees5 80082170 

Zero Casualties .... 2. wea ee wee 8008216E 

Instant Tak@over.....2.ss00e8as -8008213C 
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3B20 
05Dc 
0008 
0008 
0026 
0491 


O4A6 
T67E 
0008 
0026 


638B 
05DC 
0004 
000c 
0026 
O49A 


6107 
O3E8 
0008 


62F5 
07D0 
0008 
O5DC 


3939 
OFAO 
0064 


C742 
OBBS 
2710 
0064 
0018 


602F 
O7DO0 
04B0 
QD00A 


62F2 
1B58 
0008 
0190 
0030 
1B58 


0101 
0101 
0101 
0101 
0101 
0101 
0101 
0101 


00C8 
070F 
0726 
0741 
0738 
0740 


0000 
012ς 
0000 
358C 
0063 
0000 
ἢ 
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BIG TIRES: Enter the name LITTLE WEELZ. 
caveat [5 19}8}}}8}} Motae hein-yamnelsmeat-heate 
OEAN ALESI. 


FROG RAI 


J: Enter the name CATS DOGS. (This 
now makes two PlayStation racing games with 
frogs Ranma from the sky.) 

A: Enter the name ZOOM 


id >, FIA BA GIL A 
8]! a ΓῚ A, ie, Ly ΠΗ͂Ι ΒΕ 
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NEW MUSIC AND SOUND EFFECTS: 
name SWAP SHOP. 

ΔΉΘ: ἘΠηῦΘΡ ὉΠ6 ἡϑῖηθ ΒΞ MONIC SRL, 
SIXTIES and oe 8. δΙοΘα6- τα 8 βῥβτηβ. 

VR GRAPH - Enter the name VIRTUALLY 
VIRTUAL. 


WIPEOUT MODE: 


ialns) aanals 


ci a TTT ΠΩ CC 
SLA TLE: | 


Enter the name PI MAN. 


RECON MODE: Enter the password EAGLHEYE 
to take a preview flight of the current map. 
The enemies can't fire at you, and you can't 
fire at them. 


inter any of the following 


| IOUS CODES: 
ioe age nae the game. 


819] OR 


fa >< OM Xe XA A 


DISCO 


ee 
3PLAY COORDINATES: ¥, Δ, ©, Δ, ¥, >, >, 
‘, SELECT. 
JD-SHADE!] E: @, ©, @, @, ©, 
®. @, OF SELECT. 
PAINT TRAILS: @, ὦ, Ὁ, ©, ©, ©, ©, ὦ, 
SELECT. 
TECHNO SONG: €, fT, 3, 3, ©, 4, 4,2, 
Ba, 
HO 518} OMX) ΓΝ ΟΣ CAR A} ΟΣ 
SELECT. 
NAVE LANDSCAPE: fT, ©,3,73, 4, fT, 4, T, 
SELECT. 


BONUS TRA: : If you perform enough tricks 
during 8 a season mode, you reveal three bonus 
tracks: Moon, Desert and Figure-8 Supercross. 
The Moon track has a one-minute time limit, 
the Desert track only ends when you fall off 
the side, and the Figure-8 never ends. 
TRICKS: To do the special moves, press the 
folowing sequences just before a jump. Nac- 
ΝΕΙ͂Ν R2 MMW ecikejeee R1 Mucjel-let- Ran iCo\t/- mee 
Ri ΗΚ R2 ΗΚ Ri Ηὶ η BSjecerimiileceoe Ri ἢ 
Ri Me Ri εἰ ΜΡ ΤΉΝ του ΤῊ R2 Η R2 ἢ 


HITT) ΠῚ ΗΝ. 
HIDDEN ΗΕ Wests 


: At the Mode Select Screen, 
highlight the Practice Mode then press the 
Start button, T, >, 4, %, then Start again. If 


Aye) Οἷα mir correctly, you should hear a sound 


effect and there will be “Here comes a new 
challenger” at the bottom of the screen. You 
Should now be able to play as Evil Ryu, Killer 
Ηδκυΐο, Ογοϊοϊα αδιιησχηδ, πα Ονοϊοϊα Βοῦδ, 1Π 
any of the various Game Modes. 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


Cie) 8.415} ele) al am malicmantcleter4ialemls 
Speakers—a sound system tnat 
idalomm an 19} Ὁ {Ξ|Ξ ΠΠΞ} 9} Ξ19}0}819 


LATE a eateries 


fa heante 


Jet Moto, Playstation and U 
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loaded with reasons why you need the SA-VA7 
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| Call 1-888-625-2876 to purchase the SA-VA7 speakers and you'll receive the Playstation” 
Underground” CD Magazine, a CD carrying case, and a Sony baseball cap. 

ica Inc. Offer expires January 31,1998. 
www.sony.com/sava 


itertainment America Inc. 
5 reserved. Sony is a trademark of Sony 


nderground are trademarks of Sony Computer En 
tertair i 21997 Sony Electronics Inc. All rights reser 
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GAME MODES. 


DEEPSEA MULTI-PL 


This is what they really mean when they talk 


LOCKJAW 


about totally immersive gameplay. Take a dip in 


these sub-infested waters for a spot of nuclear 


ARMAGEDDON 


fishin’. 12 subaquatic psychos want to send you 


Ἢ BOTTOM LINER 


a Dig 18 an isi 


[ ut 
1 A ΠΝ 


ΟΡ 
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Software 


www .glinleractive.com 


i 
SIMGLETRAC " 


PlayStation | 
5" "- www. singlelrac.com 


ἘΠ ΠΝ ies lnc. Twisted Metal, Warhawk and Jet Moty are ΠΡ μην ol Sony interactive 
id Je “ht were published by Sony Computer ΓΙ ΠΗ] Ameniay Crteat 
ks αἱ SINGLE TRAC Entertainment ΓΒΕ ΠΝ δ νι." be Pscy atelier: said 
ἘΠΕ loc. Published and distitated by t [ nieces wethve ¢ ΠΗ 
ad yo. a reqestered trademark of GT ΠΡ μι: Software Cog 


Si Asineies rit Ine, (Tyas Ἢ " 
Depth SINGLE TRAC and the 
the “PlayStation” loge are taden 
Cora. The GT and the ΟΜ 

All other lraderniarks are {ΠῈ 
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BY GAMERS. FOR GAMERS.™ 


Let's start with the internal 
reorganization. 
Trish June Wright: You're going to start with 
that?! | think you should wait until | get warmed 
up. 


Oh, all right. What's the fastest you've 
ever driven a car? 
TJW: 120. 


WA" atoll dlaloMe) mee] ννας "8 


TJW: A minivan. 


No way. 
TJW: Do you snow- 
ski? Have you ever 
driven to Mammoth? 
It's a six-hour drive. 


You cut it down 
to, what, two? 
TJW: No, but there 
are stretches where 
you can go pretty fast. 


Trish Wright 
V.P. Product Development 


What's your favorite type of liquor? 
TJW: Gin. 


Alright. Are you feeling looser now? 
TJW: Shoot 'em at me. 


You used to be VP of Marketing, so you 
know how to deal with us press weasels. 
TJW: Yeah, | do. | was at Activision, too, and 
| created their PR database. | was VP of 
Marketing and chief bottle-washer. 


Chief bottle-washer? Gin bottles? 
TJW: It means | licked the stamps, | filled out 
the FedEx labels. 


So how long have you been in this 
industry? 
TJW: Five years. Bobby Kotick reorganized 
after he bought out Mediagenic [now, of course, 
Activision — ΖΜ], and they had a 35-person 
office made up of the MechWarrior 2 and 
Return to Zork development teams. | set up their 
marketing and PR functions. And I've been 
at Interplay for three years. 


And why have you moved to VP of 
Development? 
TJW: Brian Fargo [the CEO of Interplay] asked 


me. 


Not because of a desire to get into the 
creative side of things? 
TJW: Marketing is product, placement, price 
and promotion. And product comes first. I've 
always had a huge say in product quality at 
Interplay and always been vocal. And as the 
company got bigger, Fargo trusted my instincts 
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and my management style and wanted to see 
γνῇαὶ  ςουϊὰὶ αο aM ργοαυς! ἀδνοίορπηθηί. AL= 
knew we had to have a different internal structure 
Kom ἰας!ΠΠ αἰθ ἔθ σοπηπηυπίςαἤοη απα Mire) 
people focus on the titles you want them to focus 
on. We now have five genre-specific divisions: 
action, strategy, adventure, RPGs and sports. 


°SEx: What about the naked-chicks genre? 
TJW: Don't got that. Probably because I'm here. 


°S=x: You're supposed to give us what we 
want... So, you have five divisions in place. 
TJW: We needed someone to oversee what they 
were doing, to drive the three-year product 
plan, to make sure our franchises were being 
leveraged: Descent, Clay Fighter, Stonekeep 
[computer RPG]. Plus, we have key licenses like 
TSR [Dungeons & Dragons] and Star Trek that 
alctcteM co δ6 πιαπασβα. ννε πβεαβα Ξβοπίβοπβ 
to make sure the right percentage of our sales 
were coming from our franchises. That's the 
bread and butter. And we need to be creative 
with new technology and original franchises. 
That's in my charter. 


°SEx: Tell me about the VR Sports line. 

TJW: We started it because Matt Findley was 
a sports fanatic and said "I wanna do sports 
games." We started out with baseball, and now 
we've got hockey, racing games and football, 
all in the works. 


°SEx: How tough is it to compete in the sports 
genre? 
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TJW: It's very tough. There are some very 
established players. But we have some very 
reasonable expectations about what market 
share we'd like, and where we want to be, and 
how long it's going to take to get there. 


PSEx: See, | like to set my girlfriend's expectations 
low, too. 
TJW: Under-promise, over-deliver. 


ΘΕ χ: Interplay's PlayStation output has been... 
you know... when you name the biggest and 
best publishers on the PlayStation, Interplay's 
not the first name that pops into your head. 
TJW: Well, don't forget that Interplay is also 
Shiny Entertainment. 


°SEx: Now, explain that relationship to me. | 
did an interview with David Perry where he 
didn't even mention Interplay. 

TJW: We own a vast maiority of Shiny. 


°SEx: Why does David shy away from 
mentioning that? 

TJW: David is his own person. We set him up 
to run his own company, and he feels it is his 
own company. We want to do that with our 
internal divisions. They need to feel that they're 
their own companies, and strive for the kind of 
quality that David Perry strives for, and deliver 
the goods. 


°SEx: Why does Shiny publish through 
Playmates Interactive? 

TJW: It was a pre-existing commitment with 
Playmates before we bought Shiny. Shiny had 
a three-product deal with Playmates. MDK, 
in the U.S.A., was the third product in that deal. 
Interplay published MDK internationally. 


°S&x: Tell me about Earthworm Jim 3D. Is Shiny 
working on that? 

TJW: Shiny is not developing it, but David is 
consulting on it. He's focusing a lot on the 
απἰπιαΐοη απα ἴῃ ἢυποι, ἰμ6 ἰγαάψδυπαγκς οἱ 
the game. 


PSEx: Okay, back to your PlayStation | 
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output. 

TJW: As the new platforms were getting 
established, we were one of the few companies 
that let them get established as we focused 
on the PC side. A lot of the titles we're working 
on are now coming to fruition. Clay Fighter 
Extreme has four new characters, and all 12 
characters will have alter egos. It's being built 
from the ground up to take advantage of the 
PlayStation. Starfleet Academy is being built 
from the ground up to really be a PlayStation 
title. 


PSEx: Let's talk about the coup you pulled off 
with the hiring of the Tomb Raider dudes (Toby 
Gard and Paul Douglas, the game's lead 
designer/artist and lead programmer, who left 
Core Design in March, and formed their own 
company, Leviathan). Originally, David Perry 
was going to bring them into Shiny, so it seems 
like you'd have had them either way. How'd 
you pull it offe 

TJW: We recognize, quite seriously, that it's a 
talent-based industry. We think we're a talent- 
friendly company. Our products are by gamers, 
for gamers. Brian plays everything this company 
produces; he's creative himself, and knows how 
to work with creative people. The Tomb Raider 
duo were talking to David Perry, and a kind of 
triangle began with them and Brian Fargo and 
David. There are also the guys that split from 
Shiny. They go by the name Planetmoon Studios, 
and we established a home base for them up 
in Sausalito and signed a multi-title contract 
with them. We have a lot of hot producers here 
as well. Rusty Beuchart, every title he's done 
has been a 500,000-unit seller. So it's not a 
triangle, it's a square: Shiny, Leviathan, 
Planetmoon and Interplay. The last couple years 
were tough, as the industry made the 16-bit to 
32-bit transition. There was a lot of shaking out 
we did here. We grew from a company of 100 
people three years ago to 400 people now, 
and we had to put systems and structure in 
place. We're on a roll now. The momentum is 


building for us. 


nment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Visit www.colonywars.com for a chance to win a trip to Space Camp. 


e 
: 
q 


fUO1}eISAC Id | 


' 
3 
é 


ν᾽ 


é}t Aed 0} 7 nod ary Δ δ. 1} 1} st 1} 11}}1:- δὲ jo soo ayy ‘syjyed 1{- 8 -} εν 
Πα} Buoye sary Autjsap anod se Ὁ: anoA aurulsajap [jim aunyrey 
10 SS899NG ‘SUOISSIUI anbiun O/ uey} auow Δ [[,nox Auuodesm pue 
Ξ 1 Δ {:}}4}:}8 1:1} YH }UaLayjIp YIM 141: - ‘WOpasdy 10j ysanb anoA ut jews 
anfeay anbiun xIs Ja}Seul [[ NOX ‘saejs ay} ur sdiys jsayjoy ay} AT} pue 
UOI[[aqad ay} Ulos 2} 6 {1} aaayz jo anfeay ay} urol ysnur nox “1aA0 SI YIP} 
IO} aut ayy “aydoad anoA aay ‘[[aH 0} }YHresjs AaAe[S Jo SUIeYD ay} 1:1} 


SLIMY O1 SON 


ee 


PE 
᾿ Crime Killers 


Crime Killer is a product coming out of 
_ Europe, currently being developed by a 
|, company by the name of Pixelogic Ltd., and 
~ is scheduled to be released in the States 
_ sometime around February of next year. The 
_ game puts you in the driver's seat of three 
_ very fast and lethal law enforcement vehicles. 
_ The goal is to patrol the futuristic city streets 
_ asa member of the Elite Protectorate in 
_ order to keep the peace (using extreme 
“ force, if necessary) in an effort to contain the | i if: Sib Ἔ ἔν, Ad ee | 
~ rising gang violence and organized criminal | a ee ππππυτστν , eee Ὁ 
᾿ populations. In addition to the criminal | CRIME KILLERS CRIME KILLERS 
᾿ element, that must be fully eradicated, you vor ae ΑΝ ΦΙΣΣΕΑκτας, 
are competing against a rival officer who ΝΞ μα... -- “ 
constantly taunts the player while attempting | | % 
~ to steal his glory. What's noteworthy about 
_ Crime Killers, even at this early date of 
~ development, is its amazing 3D engine. The 
᾿ game runs at a blazing 60 frames per second 
| and when you see it in motion, you will not 
~ believe your eyes — screen shots do not do it 
| justice. Crime Killers can be played in either a 
- first or third-person perspective and, with 
either view, the camera jolts, shakes and tilts 
ie making the action that more intense. This is 
one game to definitely watch for! 


_ Earthworm Jim 3D 
_ It was only a matter of time before our hero, 
| Earthworm Jim, made a return appearance 
_ on next generation consoles. And, fittingly, 
| it’s in an all-new, free-roaming 3D adventure. 
Although the storyline is a bit sketchy at the 
~ moment, it revolves around EWJ’s own 
| psyche. Apparently Jim’s in some kind of crazy 
| coma from falling and hitting his head (worms 
᾿ are kind of slippery you know) and, in order 
© to come out of it, he has to fight through 
__ nine different environments inside his wacky 
᾿ and somewhat twisted mind. Earthworm Jim 
_ 3D features the return of some of his most 
~ famous foes and silly sidekicks, as well as a 
~ whole new cast of characters to interact with 
(such as the crazy-cool, funky disco-dude). 
», Although we haven't seen much of the game 
' yet, from what we did play (back in June at 
~ E3), it’s nota stretch to say that it could be a 
᾿ great title. While the game is not being 
» headed up by EW)’s creator, Mr. David Perry, 
' (read the interview on the previous pages for 
' more info.) and is actually being designed by 
|) Scottish developers Promethean Design, it 
definitely retains the slapstick humor and 
᾿ game mechanics that make Earthworm Jim so | 
unique. Currently, EW) 3D is set to ship | SKS 
᾿ sometime early next year. Ρ 
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Powerboat Racing 
Could this be the next wave of racing titles to 
hit the PlayStation? Coming out about the 
ΑΝ ) tke i same time as Sony’s incredible-looking Rapid 
| 4 2 Ὧν: ΓΗ Swe Tm ees Racer, comes Interplay’s Powerboat Racing, 
cay ite en te an hy ΠῚ OES Rao Ca πες .... 0. which is scheduled to ship sometime in the 
3 * ἐλ =: ed , first quarter of next year. Powerboat will ship 
under the VR Sports label and combines the 
handling and physics of a high-performance 
power boat simulation with the action of a 
fast-paced, arcade-style action game. Expect 
truly realistic, life-like water physics with 
waves, wakes and floating objects that react 
to elements such as speed, mass, resistance 
and motion — creating a dynamic world 
environment. In the game, you race over, 
under and across the oceans and waterways 
of the world from Japan, New York, the 
Grand Canyon and an Industrial Harbor to 
the Amazon and Rural England. The 
backgrounds that make up the tracks are 
completely animated and constantly 
changing with car chases, hovering 
helicopters and various flotsam and obstacles 
in the water. The game features Practice, 
Slalom and Championship Modes and comes 
loaded with hidden short-cuts, day and night 
track transformations, a variety of death- 
defying jumps, ramps and obstacles to 
navigate. 


EDEABESE ΗΕ 


BLIZZARD ὁ DECEMBER_ ΝΕ 
Ὡς AS a ὩΣ πὰ : KA continues tc take some of the most pop- 
Wa iba caill ular PC multi-player strategy games anc 
Saakt port them over to the PlayStation. Hot on 
the heels of Blizzard’s War Craft IJ comes 


an oe _ — —_ ml mm their insanely popular Diablo, which is cur- 
|= re G5 Ε- [ | πὰ Ξ Y= | --- ὩΣ rently getting the translation treatment. 


hile it’ if t ΤΑ] 9 +i- 
HASBRO . DECEMBER | ‘hile it’s not clear if | here nil be a mul 1 
—— player option, (all we ve received at this 
In case you lived on another planet, .r per 


point are just a few screen-shots) it looks 
haps weren’t born ir the decade that brought like it wil! be 9 faithful port to its PC 
us the Testarossa, Miami Vice and Culture cousin. With any luck, we should have a 
Club, but to name a few; Frogger was one of playable version by the close of next issue. 
the all time great arcade games of the 80's. 
Parker Bros. brought it to the home console 
via the Atari 2600 and Commodore 64, and 
now Hasbro is bringing the updated “90’s 
kind of frog” version to your Playstation 
This time around the little amphibian’: world 
is 3D and he sports many new moves. Four 
players will also be able to compete against 
each other via the multi tap. Look for a full 
review next month. 
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This time around, we've got a mix of some 
rare, nearly unreleased Williams titles, and 
some classic Midway titles. The games 
included in this collection are: Blaster, 
Joust 2. Splat. Moon Patrol, Spy Hunter, 
Root Beer Tapper and Burgertime. The rare 
ones (in order of rarity) are Splat, Blaster 
and Joust 8. Splat was never released at 
all, and Blaster & Joust 8 had less than 
500 made. The other games on the dise are 
just plain classics, that 
everone over 24 should 
remember viaying 
There’s also some great 
history and inverviews 
included on the disc. 
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ACCLAIM + 1998 ἢ “ὦ δι: ὯδῈ ates ithe 
| > SS: ee τς ςΞΞΞΟΣ 
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Never fear, all of you fans of the Dark Knight, aie : \BeaaI, Fe ah eet 
Acclaim’s new Batman adventure, “Batman and eS ΞΙΕΝΞ ; | et ὯΝ ὩΣ 11" sane toa 
Robin” should be a nice break from the, less-than- 6 oa ea 25} uy, zak ἡξ: 

stellar versions put out in prior years. Last years ‘ “ὦ | mi | 

version was enough to put the last nail in the coffin, f ea ᾿ | -- 
but the folks at Acclaim think they’ve come up with a ee" e 

formula to bring the Dark Falcon back into our good 

graces. Due out this Winter, this latest Batman saga 

puts you in a Tomb Raider type adventure environ- 

ment where the main activities are 

investigative/detective work, fighting/shooting and 

driving. All of the characters from this summer’s 

film, including the lovely Poison Ivy, will be included 

in the game and you can play as any of the three 

heroes. You'll also have your choice of special “bat 

vehicles” to motor around in, including Robin’s motor 

cycle and the awesome bat boat. We’ve been waiting 

for a Batman game like this for a long time; let’s 

keep our fingers crossed and hope Acclaim can deliv- 

er the goods. 


Remember hea guys? ee ΟῚ you. This 
game packs punch. 27 Street Fighters in 3 different 
games. Super Street Fighter Il, Super Street 


Fighter Il Turbo, and Street Fighter Alpha 2 Gold, le 
all in their true arcade form. Own the Street Fighter or 
ἰεσαςγ. Αἱ ατουπα Φ1.50 α Πομίογ, [πα α ἴα!γ Sate, 

ite laimae Coal counted (all) <3 .. aly 
S lige re 
CAPCOM : 33: 

=o = AN 

© Capcom Co., lid. 1997. © Capcom USA, Inc. 1997. All rights reserved. Street Fighter Il, Super Street Fighter Il, Super Street Fighter Il Turbo id ἬΡΙΕΡΕΝΝ 


and Street Fighter Alpho 2 ore trademarks of Capcom Co., lid. Copcom is a registered trademark of Capcom Co.,Ud. PlayStation and the | 
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MEGA VIAN NEU 


CAPCOM ὁ lst QUARTER 


| = | ---ς | ας ae | Should Mega Man, Capcom's decade- old 

Ke ἘΣ Ἢ rT mascot of side-scrolling platform action, be 
| dragged into the third dimension? Well, 

that's the plan with Mega Man Neo, which 


ἃ Ε πᾳ. ᾳψνυυ has turned our hero into a texture-mapped 
|; IN I | =| ΝΠ] ASY ΤΑ LI ΠΗ τ er “ἫΝ Ὁ polygon-rendered version of his bad self. 


The 3D engine obviously changes the nature 
SONY /SQUARE « JANUARY 


— of the gameplay from top to bottom. Mega 
Think Vandal Hearts. Think Chocobos. That’ S Man (who is now running around sans hel- 
right, little buddies. Square’s entered the met, presumably to give him more charac- 
move-square-by-square strategy domain with ter) doesn't just run, jump and slide, he can 
a Vandal Hearts-inspired Final Fantasy-filled duck, roll, dodge, and grab onto ledges. 
brain game... and we couldn’t be happier. There's still a lot of shooting action, of 
Most of us here (okay, really only three of course, and Mega Man's most beloved 
us) really dug Vandal Hearts and have been gameplay feature is still intact: when you 
looking forward to this one since we first defeat a boss, you earn his weapon. 
caught an eyeful in Super Dengeiki PSX 
Hyper Visual Weekly Cwe read the Japazines). 
First impressions: it’s really difficult, it’s 
smooth!. Wow, it’s tough. Are those chickens? 
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Talk about your τς concepts! HeadGames 
Studios' Killwheel plays exactly like it sounds. 
You roll in this big wheel through a 3D environ- 
ment whacking the crap out of unsuspecting vil- 
lagers with your big ol' clubs and other weapons 
that are at your disposal. The game features 99 
tracks, five different Killwheels and seven 
unique weapons. We were able to play the game 
briefly before going to press and it looks promis- 
ing. There is no publisher set for the title as of 
yet... look to next month’s ExXNews. 


eg: 
Coe iene a 
aaa εἰπε 
Bs gic 


ἢ" See 


aan 
Ἢ τα 


“τὴ ᾿ 


Ὧν 


ag 
hes 
ea ΚῪΝ 


τ 2 ὦ wie re 
ΓΙ Ἢ aa a pt ὡς 
La ᾿ ΄-ῷὧἯΖῆ ΤΟΥ 
" ᾿ Po “ Lng 
a 


Se sa Le 


fie 
RT a 


"δ΄ χὰ. 


4 Ba 
ΕΣ ᾿ς 
Ὁ Ἢ 
ἥν» bs “al 
ert aa pen 
Le " ; “τ ‘ 
Ἂ ᾿ 


Εν fT oa ts 


ΓΝ HF 


ἌΓ 


7 ἮΣ ΝΣ “x 


STREET FIGHTER’S. IN 


Been missin’ Street Fighter game- 
play? The world’s premiere fighter 
goes kickin’ and screamin’ into 
3-D. This beast pits the original 8 
Street Fighter vets — Guile, Zangief, 
Ryu, Ken, Bison, Chun-Li, Dhalsim 
CT Teme xo Mii Mol Molitor alive 
arcade hit. What else is the 
same? Signature Street Fighter 
gameplay. New? Lots! Crack your 
knuckles and welcome 12 all-new 
fighters in the biggest Street 
ΕΘ γ -n/-18 Ρίαγαρία oes -\ 7 
different play modes, a total of 23 
characters, this is the 3-D game 
worth fighting for... 
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Ryu got your number? New Training Mode 
adds moves, reduces bruises. 
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New Multi-Hit combos 
bring ‘em to their knees. 
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Slow Mo Replay 


makes victory even sweeter. 


CAPCOM 


www.capcom.com 
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CO., LTD. CAPCOM is a registered trademark of CAPCOM CO., LTD. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 


TE 
MASTERS OF TERAS KASI 


LUCASARTS ὁ DECEMBER 


These screen-shots of Star Wars: Masters 
of Teras Kasi came in as we were wrapping 
up the issue. Although we haven’t had a 
chance to sit down and log any gaming 
hours on this potentially huge fighting 
game, we’re very excited about its 
prospects. Since we ran the exclusive back 
in the August issue, the game has come 
quite a ways with all of the fighters, their 
weapons and backgrounds imple- 
mented. We’ve been told, if we 

> don’t give in to the powers of the 
Dark Side, LucasArts will deliver a 
reviewable version in time for the 
January issue. 
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SONY ¢ DECEMBER Ὁ Ὁ ὃ ἣἮ 
OK, it’s a little late to get a boost from the 
movie, but Spawn, the video game, is near- 
ing completion and should be ready for a 
holiday release. AS we reported in the July 
issue, Spawn: The Eternal, is an “amalga- 
mation” of different gameplay elements. 
Your main tasks will center around explo- 
ration/puzzle solving and 3D one-on-one 
fighting all based around our popular comic 
book character. This is the first playable rev 
we’ve had and so far, Spawn is competing 
favorably with the likes of Tekken 9 and 
Soul Blade. The puzzle solving isn’t all in 
there yet, but we’ll let you know when it’s 
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PSYGNOSIS e 1998 


Drawing on the creations of fantasy writer Michael 
Moorcock, Psygnosis is gearing up to release Elric, an 
isometric action game based on beat ‘em up-style 
combat and the use of magical runes. In the game, 
you take control of Elric, the leader of a declining 
empire, who has been condemned by his gods to over- 
throw everything and everyone he loves. While the 
game looks a lot like Crystal’s Legacy of Kain, Elric 
has a more action-oriented quest and features 3D 
backgrounds, eye-popping special effects and silky- 
smooth animation and scrolling. Elric should make it 
out before the end of the year. 
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WENCHES. 


The downside: 


THE PLANK. 


Ἴ. salt spray hits your lips as you look 


into the deep blue. The frigate creaks and 
the plank bobs. Will this be the end? 
Welcome to Shipwreckers! Life on the high 
seas at its swashbuckling best. Wield flame 
throwers and hurl lightning bolts as you man 
cannons and command great vessels under the 
Jolly Roger. Battle one to five other players. 
The rewards are great, the puzzles daunting 
and the excitement high—just watch your step. 


Ps : eng — The plank is a cruel mistress. 
Visit www.psygnosis.com and enter the 


Shipwrecker's Treasure Quest Sweepstakes. 


Shipwreckers! and the Psygnosis logo are trademarks of Psygnosis Lid. ©1997 Psygnosis Ltd. All rights reserved. The PlayStation logo and 
PlayStation” are trademarks of Sony Computer Entertainment Inc. The ratings icon 15 a trademark of the Interactive Digital Software Association 
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With ten treacherous new tracks, Jet Moto*2 isn’t just a more intense, all-terrain racing game, it’s a virtual graveyard. This time, you'll 
race through molten lava, splash down a waterfall and even maneuver your way over ἃ broken-down roller coaster. You’ll feel every bump, 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Gomputer Entertainment Inc. 
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PlayStation 


you’ll catch more air, you'll even nail 360-degree corkscrews. Plus, you can challenge a friend on the two-player split screen. 


ΚΙΟΣ TO ADULTS 
All you need is a PlayStation” and a death wish. Because if you’re lucky, you’ll reach the checkered flag. Or you'll die trying. ΜΕΥ 
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Jet Moto is a trademark of Sony Computer Entertainment America Inc. @ 1997 Sony Computer Entertainment America inc. www.playstation.com 


ΒΕΕΞΙΒΕΒΕΒΒΕ 


om oe i »» +. : σ- 
ΗΕ] Oo TS [ iL fi δὰ . EA - FEBRUARY 
Here comes another cool game that’s been 
designed with the Sony analog controller in 
mind; ReBoot, from Electronic Arts. This 3- 
D shooter takes place in the futuristic world 
of Mainframe, which is located inside a 
computer. The game, based on the popular 
TV cartoon of the same name, features our 
hero, Bob, riding around Mainframe on his 
cool zipboard — the skateboard of the 
future. We originally saw the game at last 
June’s E3 show, and were impressed with 
the potential of the game at the time. Since 
that time, EA has been able to 
deliver 21 nicely rendered and 
ΚΡ ἘΝ ΡΠ ee ED OO Ἔ- Zetia Si m™ | colorful levels, along with a 
RRA Rae Non MEY ESRC | Cee ἢ WOyhmeme.| | neem | Soundtrack that is very Star 

| π᾿. te τ i | ς να Wars-like. The characters look 
| great, using a seamless single- 
skin technology that makes for 
some very realistic and fluid ani- 
mations. Save your Christmas dol- 
lars, because ReBoot won’t be 
available until January or 
February. 


Te 
BUG RIDERS 


GT INTERACTIVE ὁ. NOVEMBER 

Hey now, here’s an interesting twist on the 
whole racing game gig. Bug Riders, from GT 
Interactive, as the name would imply, has you 
using giant bugs as the vehicle of choice in their 
new racing game. The game takes place in a 
mystical land called Entymion, where tradition 
has it, that when the current Emperor is about 
ready to go to “the next level”, the citizens will 
engage in an all-out race to the finish across the 
five manors of the Royal Court (courses). Of 
course, you do this on these giant bugs, all of 

, Which have their own unique attributes and 
weapons. Weapons, you say? Yes indeed, as the 
winner of the race becomes the next Emperor. 
Sounds pretty cool to us, we should have a full 
review next month. 
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Command state-of-the-art Transformers! 
Be a heroic Maximal like Cheetor 
Vale Meditclile (mice) tim 01: ΕἸ oe 


i a a @ whole new meaning when BEAST Scan CHANGE 
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...to robot fighting machine with 
awesome firepowers! 
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Or choose to be an evil Predicon 
like the terrifying Megatron! 


Battle in rugged 3D terrain with 
natural hazards and enemy armies. 
Defeat rival Transformers in 
ὙΠ ΛΚ i ΔῊΝ 11:59} 61921}}}2}:|} 


Maximize! Terrorize! 
Fight for control of the Energon supply! 


www.beastwars.com 


IN AIG St) ID ΔΥῸ 
Coming Soon on 


wire FT WALDIBRING OUT 
ἬΝ THE BEAST IN YOU 
©1997 Hasbro enn ὡς Οιν ΘΙ Hesbro, linc. ΑἹ Rights Reserved. Beas! Wars” Irenslormers” ore trademarks of Hasbro, inc. Manufactured under license from Tokora ἴα, Lid. Developed by Sony Computer 


Enlertoaumon! Europe (o division of Somy Electronic Publishing Limited. ) 
the PlayStation logos ore trademarks of Sony Computer Entertoinment Inc. Windows and the Windows95 ore trodemarks of Microsoft Corporation. The reting kon is o trademark of the Interoctine Digital Software Assocation. 
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EIDOS HINT LINE 1-900-773-4367. Cost of call $0.95/minute. Must be. 18 years or have parent's permission. 
Touth-tone required. | 
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Here’s a couple of really early screen shots 
of Konami’s latest edition of their fine 
arcade basketball titles, NBA in the Zone 98. 
Things to look for this year are more 
moves, smoother polygonal players, full sea- 


| te ie | Ulu ΕΝ Ι = son stat tracking, and eight player support. 
SUPER Δ JU \ = = i All Star MVP Glen Rice helped Konami out 
ACCLAIM /PROBE ὁ 1998 IE i with ITZ 98, and made sure the developers 


Our friendly neighborhood Acclaim PR ΘῈΣ, were able to add on-the-fly play calling, and 
Mike Meyers, recently visited the Dimension to set the defensive pressure to your game 
Publishing offices with armfuls of goodies. time requirements. Look for more next 
Besides new versions of Batman and Robin, month, when we've had some time to spend 
Forsaken, WWF-War Zone and Riven, he also with the playable preview version. 

had an early version of a dirt bike game 
being developed by the graphic wizards at | -- Fh ----- 
Probe, titled Super Moto Cross. Although, at ᾿Ξ ον ΤΆΣ: Κὴ meee 
this date, the game is so early that there Ped AE oP ys ia 
are only one or two tracks playable without 
any opponents, it’s not a stretch to say it 
looks hot! We will have plenty more in 
upcoming issues. 
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WWF WAR ZONE 


ACCLAIM ὁ MARCH 


Come this Spring, your PlayStation will be 
smack dab in the middle of a war zone, WWF 
Warzone, that is. That’s right. More wide open, 
WWF wrestling action is headed your way, and 
this time it’s in 35D. Both the wrestlers and the 
environments are in 3D. Wrestlers slated to 
appear in the Warzone are Undertaker, Goldust, 
Ahmed Johnson, Mankind, Steve Austin, Bret 
Hart, Shawn Michaels, British Bulldog, Faaroog, Pras we ge On one τὴ cw 
Ahmed, Rocky and Hunter. Of course, you can eo i ο΄. ee ἢ op πὰ ἐν δ pee 4 
expect feuds as well as grudge matches and sig- | [ES | a | Ka 
nature and finishing moves. : 
What else could you possibly 
want in a wrestling game? Look 
for more info in the coming 
months. 
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| a Bengal tiger is in your face and you must dive off of the Great 
Wall to a pool of water 100 below... not tor the weak-kneed! ay 
- Of course, there are More tigers and rough terrain waiting for you | 4 
that first key to get you On your way. AS We 
you make your WAY me upon a scene a 
where you must |UMP UP and g der to slide over Pa 
he chasm to the other side... the fect of many New ckills to be foun ea 
‘Tomb Raider 2. From here, the aaventure continues in Venice, oa 
Italy — complete with canals, gondolas, the requisite Roman ἘΣ 
architecture and α boat. Hop into that eucker (using the action 
- button) and you are Now the pilot of your Own water craft. Ah, but ἐς 
've barely scratched the surface. 
The story, Os developer, goes like this: "Legend has | 
4+ that when you d daager of Xian into your heart, you 
acquire the power of the dragon... literally. In ancient China, the | 
Emperor Was the holder of this power and, with his army along | 
side him, he was α force to be -eckoned with, Thus, he staked 
| his claim to the vast lands that are China. His final battle, however, 
ended in defeat. While people fall into submission all around him, | 
_ the warrior monks of Tibet would not relent and courageously 
_ fought against his avil. Knowing the power of the dagger, they 
ne syeceeded in removing + from the Dragon Emperor's heart — 
>) reducing he and his army ἴο aothing. The dagger “°° 
| sting place within the Great Wall 
he or all time. Now, three parties 
We hold the dagger close to their hearts τ 9" 
me all for entirely different reason’: Lara, forever 
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graphics are better, there is more action, the levels arehuge | | 
and the play environment is spectacular. If you are a fan of | 
the original Tomb Raider, you have to own the sequel. If you 
are new to the PlayStation and didn't have the pleasure 
of playing the original, do not hesitate to purchase this game 
— it is one of a handful of must-buy titles this holiday sea- 
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For thove of you that have been looking for 
an easy to play, yet highly customizable, mech 
shooter, your prayers have been answered. Sony 
and From Software have teamed up to bring 
out, one of the best shooters of the year Armored 
Core. 

The story line is pretty straight forward — 
the world, as we know it, got wiped out by 
nuclear destruction and, now, all the citizens of 
the planet live underneath the surface. There 
are no more governments, just huge corporations 
that control, and battle for even more control 
of, the day to day activities of the population. 
The gamer takes on the role of a new recruit 
into the Ravens, a group of mercenaries that 
work for whichever company has the money to 
pay them. Thus, there really is no ultimate goal 
of the Ravens, as your real objective is to take 
on the various missions, make some money, and 
buy new parts to assemble onto your mech. This 
is where AC really gets high marks, as there 
are dozens of different body parts to choose 
from, including legs, arms, core, and heads. The 
price tag on each new part is steep, so you’ve 
got to make sure you don’t take on too much 
damage when completing your missions. For 
instance, the mission may be worth 50 grand 
if you complete it, but you could sustain more 
than half of that in damage and ammunition 
costs, so your net income may be significantly 
less (kinda like paying taxes!). As you purchase 
new parts and weapons, you’ll notice that your 
mech will improve in areas like moving speed 
Gust wait until you buy the four-legged piece!), 
turning speed, and the amount of boost available 
(and many other facets). Speaking of boost, this 
gives your mech the ability to fly (or run) for 
short periods of time. As you get through the 
45 different levels, there will be many times 
when you need to get your 100 ton mech twenty 
stories high. The full 5D environment works 
perfect for these instances, as you hover over 
the city at nighttime, scanning your radar for 
the bad guys that need to be terminated. Ah, 
termination! That’s the feeling I first had when 
playing AC — that of a terminator, setting my 
sights mindlessly on the enemy, and then laying 
waste to the corporate machines! 

The missions vary in difficulty and size, 
and as you get promoted in rank, the Ravens 
will offer you more challenging assignments. 
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Push Start Button 


You'll find yourself wandering through tunnels, 
warehouses, city streets, oil rigs, remote islands, 
and many other scenarios. Some missions 
require you to blast away everything and 
everybody while others are time based. You’ll 
get a quick briefing before you accept each 
mission, so you’ll have an idea of what lies 
ahead, and what parts you may want to change 
into that will best help you attain the stated 
goals. One other feature that is cool, for you 
artistic types, is the ability to colorize your 
mech, anyway you want to. You can color each 
individual piece, from the head, neck, arms, 
torso, and legs. Or you can just select one of the 
many camouflage patterns. Pretty cool, either 
way. 

Armored Core is a deep game that’s easy 
to get into, yet challenging enough to satisfy 
even the most hardcore gamer. The gameplay 
is addictive, the graphics do the job, and the 
sound effects work real well. Pick yourself up 
a copy of AC, you won't be disappointed. 
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It was but a few moments after 
inserting the last sophomoric wisecrack 
into last issue's review of Golden Nugget 
that I received, in a freakish coincidence 
or an attempt by Greg Off to mess with 
my head, a SECOND gambling game for 
the PlayStation. Caesars Palace is, like 
Golden Nugget, based upon a real-life 
Vegas casino; Caesars Palace is also, like 
Golden Nugget, a pointless exercise in 
pseudo-gambling that leaves you 
shrugging your shoulders and mumbling 
as evelemmm’'sinevbemestbeivin-scn 

Caesars Palace simulates five games 
of chance and skill, mostly chance: 
blackjack, craps, roulette, baccarat and 
slots (with three machines of varying 
fundage pay-ins and payouts). The game 
also includes tutorial video sequences, 
which I'm 99% sure were filmed for the 
Caesars Palace in-room TV channel and 
NOT the game, for everything except slots. 
The clips are narrated by Wil Shriner, 
host of many daytime TV shows you've 
never seen, but that I have ‘cause I work 
out of my house and generally have WAY 
too much free time. Shriner wisely keeps 
the lame jokes to a minimum (I could 
learn something from the guy) and mostly 
just spits out the rules. 

Now for the numerous downsides: 
Caesars Palace, including the title, menu 
and option screens, has about a dozen 
high-resolution graphic "locations" for 
the ENTIRE game. Poker, which is the 
most entertaining gambling game of them 
all, has been tragically omitted; Caesars, 
in fact, has only about half as many 
games as Golden Nugget. Most mind- 
blowing of all, there are absolutely no 
rewards given for winning the big bucks. 
No bad video clips, no neat graphic effects, 
no ending sequence, no nothing. You're 
just playing to "win" fake benjamins. 

Caesars Palace even manages to do 
Golden Nugget one better with its 
incredible lack of personality. Transitions 
from the main menu to your game of 
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renderings of the casino floor (Golden 
Nugget's clever approach), but with a 
"Please Wait While Loading" screen. 
There's absolutely no sense of place or 
continuity; you might as well be gambling 
on Mars. 

{9  1:191919).4Δ᾽ mee) rele) el-sele-mm ele nemece)lel—jal 
Nugget and Caesars Palace have house 
dealers with country-bumpkin accents. 
In fact, EVERY single one of the freakin’ 
house dealers/croupiers/employees in 
Caesars have annoying voices, taking 
6618 16} 9 8 910} 9} Ὁ Ὁ 1 61:3} 8}} 15} Π 81: τ 5} } 0 9) δ τ 
particular play. 

The one thing Caesars Palace has 
over Golden Nugget is that it supports 
two players, which inevitably makes the 
game more fun. But if you have a friend 
over, heck, why not just play with real 
cards? Or play one of the dozens and 
dozens of superior two-player PlayStation 
games? 

Caesars Palace is adequately 
programmed, but if there's no reward 
for succeeding beyond watching your 
nonexistent bank account accumulate 
larger digits, there's no freakin' point, 
is there? If you really must have a 
PlayStation gambling sim, go with Golden. 
Nugget; it has more game variations and 
doesn't take itself nearly as seriously. 
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Alrighty then, here we have 
another racing game for. the 
᾿ πὸ ΓΑ 9) 525 19} 6 Ὁ ΝΟ 0) 6 4610} 8. 57919}} 1 }40}0} 
but I love driving games; even when 
they seem to represent 95% of all of 
ἢ: 6, ΘΝ τ 68 0τ|5 } 610}88}} 81} 0}. 6} {5}. 610}}6 Δ} 
season. I’m exaggerating just a little 
on the figure, but it does seem like there 
are an awful lot of driving games out 
there. Sony’s latest, “CART World 
Series”, is an Indy car racing sim that 
looks to take direct aim at Psygnosis’ 
Fl, the sequel of which, is reviewed 
elsewhere in this issue. 

So, what do we get with CART? By 
the way, if you don’t know, CART stands 
1X0) em OJ 615588}8}19}8 5168} 0} ΔῈ 0}. οὐτ 6} 615 δὲ ἡ τ ΞΠΕΒ ΙΝ 
Basically, you get all the drivers, teams, 
cars and tracks of the series. There are 
twelve circuits in all, with tracks that 
are modeled after the actual blueprints. 
Some of the best known racing courses 
in the world are represented with 
OF. Wau bar -j0 (cele romnel- me Me)ercwe--heemcau-helel 
Prix and Laguna, Seca.. If you’re familiar 
with EA’s Andretti Racing or the 
aforementioned Fl, you should have a 
good idea, of what to expect from CART. 
The game allows you to play in either 
an arcade or simulation mode with 
three difficulty levels. You can tweak 
the settings all day, if you like, in order 
to personalize the game to your 
standards. Stats include placement of 
each race, best and average lap times, 
as well as previous and current records. 
ἐν elomveehe)et-n-ptcmnenmeler-sele)onrmrel-m-t-neele 
is on accuracy. Whether it’s the driving 
physics, camera angles (four in all) or 
the damage detection, your experience 
with CART is supposed to be as real as 
it gets. 

You are probably saying, yeah, “I’ve 
heard that all before”, and you’re right; 
the bottom line, however, is how the 
game plays. Regardless of all the 
frosting and “presentation” style 
sraphics a game may have, it should 
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be rated on its ability to hold your 
attention. This is where CART World 
Series will make its mark. On the 
surface it’s “just another driving game”, 
9191}. ε191-|6}. qnebelel-)uel-r-Nnemnelomalelelem-narel 
you'll find a very addictive gameplay 
experience, along with the best cockpit 
view of any driving game currently 
available. The driving physics are so 
realistic that you just keep on playing, 
race after race. The engine and racing 
sounds are equally as realistic, and 
91 -}0 ει οι 9 8: 7 9λ᾽4- 05} 39] Ὁ) ϑὐ 9) δ ὙΠ 616 ΟἹ θ)ὴ 
the game. 

The one thing CART World Series 
isn’t, is a new experience. Even though 
the game does everything well, you 
walk away thinking you’ve done this 
before. From the cars, to the courses, 
to the backgrounds, no new technology 
has been presented here. Normally, 
that wouldn’t be that big of a deal; 
however, when you’re talking about 
racing games, on the PlayStation, you’ve 
got to do something to set yourself 
apart. Unfortunately, CART World Series 
really doesn’t. It does everything it’s 
supposed to do, well; but doesn’t do 
anything really great to make it a 
stand-out. If you’re a racing game fan, 
G7 Uau Wa (6)6 0. η.61{5|5}9)9}9}} 6 1 119: 610} 8 ΝΜ. 5).40-. 6" 
to see anything really new. 
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Man alive, where do we go from here? 
This game’s got pimps, hookers, freakin’ 
᾿Ξ. ΠΝ οἰ 619}96}9}}94 98 99} 9. ΑἾΦ θ) 9 1 1610 
drive by shootings. Homey, we ain’t in 
Kansas no mo’. Courier Crisis, from GT 
Interactive and New Level Software, looks 
to combine the classic feel of games like 
Road Rash and Paper Boy with the twisted 
bike courier mentality of the ‘90’s. 

Courier Crisis puts you on the seat of 
a licensed GT bike, as you set out across 
different parts of the town picking up and 
delivering packages. There are about half 
a dozen areas of town, and they include 
the Waterfront District, the Industrial Zone, 
China Town, Skid Row, and the Civic 
Center. These various geographical zones 
present their own unique landscapes that 
must be traversed in the quickest route 
in order to secure maximum coinage. Yes, 
the quicker you get through the stages, 
ὉΠ ΤΏΟΓΡΘ Οδιϑῇ ψοὶἹ] ΘΔ, δηα ὑηϑδὺ υν]}} 
help you get the bigger and badder GT 
bikes. The cooler your ride, the more tricks 
you will be able to perform easily. Why 
mess with the tricks? Well, you’ll need 
omelblinnelsemeeapieme)qel-)amrems\-irmesleg-Balo- hiner 
extended time, keep the cops off your back, 
and to just look good. Hey baby, it’s all 
about grabbin’ air and hangin’. Well, even 
Hh iat 9}. 656. 41:86: }.Ἀ.49}}.:}19}9 {0} 9}-}.-0}.:}} 9 
get through the first few levels... so don’t 
sweat it. 

Of course, you may be sweatin’ the 
graphics, ‘cause Courier Crisis just isn’t 
a real pretty game. Actually, it’s quite first 
generation, and that’s not a good thing. 
ἐν εἴ πη: Ἀν 6}. 1919} ἘΝ gcc  γ5|9}812}9}}}8 “1990 8.9} 518 1- 
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get too close Cwhich is all the time, due to 
the nature of the game). The on street 
characters are plain ol’ digitized sprites, 
and the pop-up is severe. Sometimes you 
can get away with a few of these issues, 
but Courier Crisis doesn’t offer a whole 
lot more, so what you see, unfortunately, 
is what you get. Gameplay wise, the title 
suffers as well because the frame rate 


PE WT ea ere a een I Pye ae re WT eel a a 


etna ital τ Ὁ rr — 
Ἄνα. κα - Ἢ 
ΧΩ ΓΕ ι τ τῷ Ἔν Γι a 
i 
wee 4 
th 
7 ᾿ 
1 
1 
a 
ἂν 
Ι 
[it 
wn 
ἃ 
I 
᾿ 


“PUBLISHED BY GT INTERACTIVE - -- DEVELOPED BY NEW LEVEL SOFTWARE 


| 4 Εθδτ- [π8- - ex τ == ¥ : ny ὡς - 
Price: 
$6250 

Bey) 


15 chuniky, and the controls are simply 
poor. Maneuvering your little courier dude 
is sometimes like, as Zach once wrote, 
swimming in Jell-o. Well, you get the idea. 
More often than not, you find yourself 
trying to get the bike turned around or in 
a, different direction, and the process is 
painfully slow. On the positive side, when 
yiLobielomat-hi(-mrel-maeleveem-Nelomnel-mntesl-mmeleiers 
tricks like the spread eagle and backflips 
is pretty cool. 

Musically, this game is beyond me. 
Courier Crisis features different sound 
tracks from half a dozen different 
alternative bands,like Armchair Martian, 
Big Drill Car, and Dodgeball. All I can say 
is, give me the alternative to the 
alternative, ‘cause this stuff is way too 
cool for me. Yeesh. The in-game sound 
effects give you whining little guys saying 
Cin their best Pee-Wee Herman voice) “Over 
here. Over here”, and a cop with a voice 
like Arnold saying “Pull it over”. Between 
the gun fire, dogs barkin’, people screaming 
as they run for cover, and the sirens 
blarring, there is no shortage of effects. 

All in all, Courier Crisis is a title with 
a good game plan, but the execution just 
isn’t there. First generation graphics 
Co)ssleynelcom sine 5 6141} 1.40 Ὁ. 6 9161} 9}: τη 8 9 5 ime lee 
the hip only” soundtrack add up to make 
Courier Crisis a casual rental only. 
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Fl from Psy gnosis was, without 
a doubt, one of our favorite racing 
games last year. It was one of the few 


racing games that we thought would 


Gichots\omy e]-10) 0) (mre Mm eleAImnel-mer-NGOa (NG 5 19 cir 
to play it. This year, Psygnosis has 
treated us to the sequel, “Fl 
Θ᾽ εἴ: 9819)19}8 5181} 9} 1.810} 6 ὍΝ 6: Mm. Nam alge 
the PlayStation has been graced with 
multiple outstanding driving titles; and 
with a few more due out this Christmas, 
a sequel stands a good chance of getting 
lost in the crowd. So, let’s see if 
Psygnosis has added the necessary 
equipment to keep their flagship racing 
title ahead of the pack. 

What made last year’s game sooo 
amazing was the intense realism 
displayed in almost every aspect of the 
game. From the recreation of the tracks, 
to the physical characteristics of the 
cars, to the race commentary, Fl had 
it all. This year, the realism is even 
more intense. The AI has been greatly 
improved to include gradual build up 
of weather conditions and behavioral 
patterns of the drivers. The damage 
effects on the vehicles have been 
increased to the point where it must 
become part of your strategy if you’re 
[3 79}} 8 ἘΞ ΥΘΝ 4 τλ {τ τῆ 8 215 4819)} 1581}: } 9} δ}. 6 1818 8} 81: 

The biggest news with the 
a @lat-hashe)(ovatsjahjem 1.68} |9) 9 tsmnel-m-relenin iene! 
of a two player split screen mode.(both 
vertical and horizontal) Psysgnosis has 
also added fully stand alone Arcade 
HAlOMCsG-helems ῬΡῚΧ τηοαθ8, υυἱῦῃ ὨϊΪΡΉ-ΤΡΘ5 
Sraphics in the one person mode. As 
Δ. 6}}...,49}}}0}.-}.40|- ὉΠ 8. - δ ΟἾΔ τ ἐς 10) 
is represented, along with all of the 
updated stats, drivers and teams. All 
of the tracks have been updated to 
include any changes that have occurred 
in the past year and two new tracks 
have been added as well (18 circuits in 
all). Murray Walker is back to do the 
race commentary, and he’s got a 
pace GWESGHIel Brundle) ΟΝ οἴ ΞἸ} 9 40}66] 
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with the color. Certainly, Psygnosis has 
gone the extra mile to pack this year’s 
version with everything last year’s was 
missing; the question is, is it enough to 
| {τ ae en Θ165588}0}19} 658 889} nerlnleyem-nmmanal— 
head of the pack. 

Aside from the two player 
capability, the addition of the stand 
alone arcade mode, is what makes this 
year’s version a keeper. Let’s face it, 
sometimes you don’t want to spend 
hours simulating an Fl race. Sometimes 
you just want to hear the beautiful 
sounds of those grand prix engines 
as you open it up, around the streets 
of Monte Carlo. There is a true arcade 
feel to this years version which was 
lacking last year. You really do get two 
different games for the price of one. 
ἐν εἴ- Ὁ 9) 5 9}9} 15} ΓΞ 6 19}}}{πλὴ{τλ omrarnre- A inalelercial 
the enhancements to the original make 
the sequel that much better, there are 
no great technology leaps here. Don’t 
expect a vast difference in gameplay; 
improved, sure, but not new! 

ἐν εἴ- 191} 9} 68} 681 - 31 5 Π 6. 5} δ (0 )9 8 ὦ - 519 
Fl racing fan, or if you just like a good 
racing game and don’t own the original, 
alo M Θ} 61: 568 }9}19} 41: 80 08 0.69 5 00} τὸ τὴ θη 1} 
buy; however, if you own the original 
and just have a passing interest in Fl 
racing, you may want to rent the sequel 
first. 
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‘Lord Deimos is just ay 7 the vicious 
warriors you'll ge against in Mace - 
The Dark Age. Each fighter comes 
with his or her own deadly weapon and 
so many different moves and combos 
that inflicting pain will be easier than 
ever before. And thanks to the arcade 
development of the “Voodoo Graphics” 
chipset, you'll get 3-D fighting as 
you've never seen before. So pick 
up Mace - The Dark Age today. But 
watch out for Lord Deimos - he's looking 


for his next victim. 
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18 Burton” snowboards. Halfpipe. Big air 
contest. Snowboard park. Freestyle. Two- 
player racing. And any trick 
imaginable. Coo! Boarders” 2. 
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The last time we previewed “V 
Jat NU Qi AMM LTA (cho 6. -}} 8158} 10} {1818 29}. 96΄-|: 8 5 
Well, much like BMG’s Moto Racer, 
Klectronic Arts generally has a good 
sense of what titles will be popular 
BOLO MA |\(oholhoromeelOmnee ela 6 ἰῦ ΟΟΙΏΘΘ ἴο 
acquiring them if they’re available. 
This Christmas, “Need for Speed: V 
Rally” will be appearing at a retail 
shelf near you, thanks to our good 
friends at EA. As the name would 
imply, V Rally is a racing game, similar 
in design to Sega’s, ever popular, Sega 
Rally and linked, at least from a 
marketing perspective, to EA’s Need 
for Speed franchise. I know what 
you’re thinking: “great, another racing 
game for the PlayStation!” Before we 
get too hostile, however, let’s take a 
᾿ 919} ae: hrm date hrmrci elms 9 ΟΣ ο᾽δ τῷ 

As I mentioned earlier, NFS,VR 
is very similar in design to Sega Rally 
and also to Sony’s Rally Cross. You 
are presented with numerous options, 
τ ΏΘῺ ϑδνυϊη9 ὉΠ ὅθ, πο] 9 8 
arcade version, which allows you to 
race the different circuits at a far less 
competitive pace, a very challenging 
lat-haahe)loler-jengomectelel-m-Ralemnueel-mnar-Atcp 
The game is spread out over 4 
different tracks in eight international 
locations. Kach rally has three stages 
with differing weather conditions and 
Jeon eam "6 1611} 16} 615}. 010}5 8 6 τ 5 5816 5. 6 8 581} 
driving. You have your choice of eleven 
different licensed vehicles, all with 
8161 10}0 τ 8 86.888“ 2 886 .Ξ}0]τἰς ΘΟ 8 2} 0 5. 6) ΠΊΩΝ 
istics. A two player split screen mode 
is also available for those of you with 
split screen vision. 

GMAYolUmnetbel qaneticm-Nimcelebeletsmegcinnys 
good, so far, I’m with ya. the rest of 
the story, however, isn’t so pleasant. 
If you remember our review of Rally 
Cross, we were quite impressed with 
the graphics and overall quality of the 
engine, but disappointed with the 
ΘΉΥΤΘΙ, The same can be said for 


"PUBLISHED | BY ELECTRONIC ARTS AND DEVELOPED BY INFOGRAMES 


Ee e———e——eE—eE—E—EeEeEeEeEe—eeeeeeeeee 


NFS ‘VR. The Ἰρέπο curve is so steep 
on this game that by the time you 
finally figure it out, you’re tired of the 
whole experience. The developers were 
definitely going for the realism factor 
si\dolosempirme:-Neel-mremeeeingellibersmnalome-h usp 
The rest of the game, however screams 
arcade. It’s a classic case of “make up 
AielebcmachbelommmUinelelerdemnentcm tom. lmas Go Ὁ Ἐ  ΔΝ 
type of racing game, which by 
definition requires somewhat more 
sedate acceleration habits, speed is 
still required to win a race. The 
problem with NF'S,VR is that if you’re 
going over 50 mph, you will lose 
control of your vehicle, no matter what! 
Jo ΟΣ ον ἡ ΕἸ Huma δ 61}. Οὐ 916}. 6) δ. 619}8 169} 19}8 Γ᾿ 
you’re in, or what Kind of car you 
drive, it’s virtually impossible to roll 
a car on a flat surface doing ten miles 
per hour. Yet, this happened all the 
time, in every level of competition. 
Frustrated doesn’t even come close to 
explaining my state of mind after 
[619}88}9}- 5} 815} 6619 }}}8}0- 3 5 ἢ 6 Ὁ ΕΔ 7,91} 1.8): 3} 
086 βὅϑιηθ Ἰοῃϑ9 ΘῃηουδβὮ, νοὶ υ0}}} ΠΙΡῸΓΡΘ 
out a way to keep your car on the track 
and win your fair share of races; the 
problem is, it just isn’t any fun doing 
iran VAY aroloyabevinlejamesmr-Mmaebelea-leibel-w-t-neels 
is not having your foot on the brakes 
twice as long as on the gas. 
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One (1) lucky winner will receive | DVD player, { | copy of Mangas Ghost in the Shell: Special Edition movie on DVD, | copy of the 
Ghost in the Shell PlayStation game, | Ghost in the Shel! movie poster and a complimentery one year subscription to PSExtreme! 
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Two (2) first prize winners will receive | copy of the Ghost in the Shell: 
Special Edition mavie on VHS, | copy of the Ghost in the Shell PlayStation 
game, | Ghost in the Shel! movie poster and a full year of PSExtreme! 
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An unbelievable five (5) second prize winners will ge get | 
Ghost in the Shell movie poster and an entire year's supply 
of PSExtreme! Whoa, that's an awesome second prize! 


To enter, send a 3° x 3° 
postcard with your gender, your 
name and address and phone 
number (so we know where to 
send the goodies). 

Send entries to: 

The Great 

Ghost in the Shell Giveaway 
c/o: THE 

O06 N. Parkway Calabasas 
Suite 100 

Calabasas, CA 91302 
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If you are a regular reader of 
PSExtreme, you might remember that we 
reviewed Mass Destruction in our July 
issue (Vol. 2 Issue 7). Since then, the 
game, which was originally to be published 
by BMG, was sold to ASC Games. As a 
courtesy, and if you didn’t catch that issue, 
here’s an encapsulated version of what 
was written. 

Mass Destruction is an action/ 
strategy festival which combines the look 
and feel of several games that came before 
it: Desert Strike, Return Fire Cwhich was 
so darn entertaining we featured it on 
the cover last year), and an obscure little 
number called Cannon Fodder (a real- 
time action/wargame which did fantastic 
business in Britain, but completely 
bombed over here — we Americans have 
no damn taste). 

Each mission has specific primary 
and secondary objectives which almost 
MAIVCAYACM DONO) Aico) le) Ὁ ῸΡ οογύϑ ὑϑγβοϑὺθ 
(except for the occasional hostage rescue); 
you can also fulfill secret "bonus" 
0]8) (=H τ: 5 ona 9}18}.} 6: 8} 9}. ε610}0.-Ὁ 1 η9 ὁ δ. 6.26 
the mandatory targets. When you've done 
the required deeds, you drive to the 
"pickup point" and are triumphantly 
whisked away by a huge armored 
helicopter to do it all over again in the 
next mission. Mass Destruction has three 
difficulty levels, and at the easiest one, 
the game is a cakewalk; it's only at the 
medium and hard settings that you have 
Me Meb@At-McINGcAh- 5} 62 ἢ ἢ δ 5816 5.}61919}}}., 7 819}}1: 
being shot, which means shooting and 
driving in different directions. 

With a name like Mass Destruction, 
we can safely declare the centerpieces of 
the game are the spectacular explosions, 
and the ones in MD are very good — not 
great — and definitely fun to watch. 
Buildings explode and fracture under fire, 
then collapse even further if you keep 
blasting 'em; bits of smoking shrapnel 
ΒΙουνν αγι Ὁ ὕο 6 ῥΚὲήὉνοιυηα δι᾽ 8, Ὀϊουν- 
up. The texture maps on the buildings 
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are on the blocky side and there's no 
carnage when you shoot individual 
soldiers; but, this is still a nicely 
programmed and very smooth engine of 
el cinablenleee 

The music is cool and atmospheric — 
not over-the-top rock, not over-the-top 
techno, but a happy balance of the two. 
The sound effects are good; the explosions 
are meaty and, the soldiers depart this 
mortal coil with bloodcurdling screams 
that almost make up for the lack of 
Ghat Foxe MO Mee lelelemarmel-)iomeleiemelenig me) eels 
of the soldiers' dying wails sound like 
they were lifted directly from Cannon 
Fodder. How naughty!) 

Here's my only real complaint: 
because Mass Destruction has such an 
extremely well-worn theme — I mean, 
hell, we've been driving around 
videogame tanks since Combat on the 
Atari 2600, two decades ago — there 
wasn't a single point during the game 
that I ever felt I was seeing or doing 
something original. And even if this is 
your FIRST video game, you'll still find 
yourself ultimately left empty by the I- 
blew-everything-up-now-what? feeling. 
IWEFSISMBlorsin ον len elem tom 9) [π᾿ τ} 9).τ} 3816 Ὁ ἡ 6}, 0)}1} 
it doesn't have the originality or depth 
to be great, or to keep you playing for 
more than two or three days. 
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Okay, let's get right to how Vs. differs from other 
OD fighters, and why it holds up darn well as a solid 3D- 
fighting alternative to Namco's twin towers of Soul Blade 
and Tekken &. First, it has an unusual development 
lineage; while the programming and artwork is being 
done in Japan, the character and game design is being 
done by THQ in the States. Second, the soundtrack features 
alternative tunes — with honest-to-goodness vocals — 
from “emerging” (according to THQ) rock bands: Razed 
in Black, Los Infernos, Suicide Machines and Pigs in 
space. Ringing any bells? Me neither. Third, and most 
importantly, the fighting engine has a funky-fresh feel 
to it, thanks to the solid control and 60 FPS animation. 

Vs. features 16 dudes and dudettes divided into 
four rival gangs: Streets, Beach, Campus and Hood. 
Here's but a small sampling of the cast: Slim Daddy, a 
pimp — er, businessman with an affinity for large purple 
hats with feathers in them; Mineo, an aikido-chopping 
street mime (I just like to set him up on the Player 2 
controller and beat the hell out of him over and over 
again); Kathleen, a Catholic schoolgirl whose 
undergarments are frequently exposed during combat 
(yes!): and dalil, a mysterious and homeless man with 
natty dreads. There are also four boss characters you 
can reveal (and play as) by beating the game in two 
of its many modes. The characters have a ton of fighting 
styles, including aikido, karate, kung fu, tae kwon do, 
wrestling and generic "street fighting" — and since I 
practice all these martial arts, I can tell you they're 
nicely represented here. (Yeah, my hands are about 
as lethal as Barney Fife's.) 

The controls are Virtua Fighter-simple: one punch 
button, one kick button, one punch + kick button and 
one evade button. The combos (which stay in the realistic 
realm of three to seven hits) are easy to string together 
and called out on the screen, appearing at the spots 
where the blows are being landed. (Tekken-ish puffs 
of colored smoke also appear when punches and kicks 
are delivered. ) 

Blocking is done by holding back on the D-pad, not 
by pressing a button; ring outs are possible in some of 
the game's 12 stages, such as the rooftop and subway 
platform; you can cheaply whack characters who've 
been knocked into the air; grabbing and throwing moves 
are extremely limited, and special moves a la fireballs 
are nonexistent; this game is all about fist-to-face combat. 

The various fighting modes include one- and two- 
player matches, one and two-player rumbles (gang against 
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gang, one fight at a time), survival (one gang member 
fights everyone else in his gang, including a clone), 
challenge, and exhibition (watch the PlayStation fight 
itself--great for taking screenshots, anyway). 

The graphics have a fair level of detail, and are 
very smooth. The backgrounds are flat 2D pictures, but 
there's a good bit of 3D detail in the foregrounds. The 
characters are a little excessively polygonal, and their 
faces don't look right, but they have a certain movie- 
influenced fluidity to their martial arts that's fun to 
watch. The camera pretty much stays with a side view 
unless a particularly groovy move is unleashed, but only 
stays with the new perspective for a moment before 
returning to the default. As for that "real" music, it's 
pretty damn good, with more than a few tracks evoking 
Nine Inch Nails. 

The most revolutionary aspect of Vs. is that the 
characters can't jump. Some fighting-game freaks will 
no doubt consider this heresy. I consider it an interesting 
and realistic change of pace — I mean, how many real- 
life fights have YOU seen where the combatants constantly 
leap over each other's heads? (Then again, I've yet to 
see ἃ real-life fight between a schoolgirl and a pimp.) 

None of the extras found in the Namco fighters 
(move lists, practice modes, difficulty settings for the 
computer opponents) are here, nor is the level of detail 
or sheer variety of moves. But I don't think Vs. tries 
to aspire to those classic games. Instead, it goes off in 
its own direction, with modest success. While this would 
never replace Soul Blade and Tekken 2 in my heart, I 
can honestly say Vs. is something I'd play for a nice 
change of pace. 
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It’s one thing to take a bullet like a man but how does 


one take 3-foot long, razor sharp scissors? How will 
you avert decapitation and keep your entrails from 

spilling out over the kitchen floor? This will surely be 
your fate unless you can outwit Norway's most lethal 

killer-Scissorman. You'll have to become a master of 
stealth and deception to avoid being cut to ribbons in 
this blood-soaked horror adventure. 


> Five playable characters and ten different endings 
for super-extended replay value. 


2 ἘΠ Amazingly detailed, horrific graphics and 
special effects. 


© Bone-chilling sound effects. 


_ So grab your cop of Clock Tower”, 
* turn out the lights, and pray. ' 
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In the grand tradition of Power Serve 
Tennis, from Ocean, comes the next 
installment in simplistic tennis games 
made overly frustrating by psychotic Al. 
ἩΟΥΒ ὑπῃδϑὺ [ὉΓ 8ὴ ἰηὐροαιποῦίηφ ΤῊΘ ὅϑηθ 
in question is “Tennis Arena” from Ubi 
Soft and should be released this holiday 
season. 

Tennis games aren’t exactly all the 
rage these days, nor is the sport itself; 
however, a good game is always a welcome 
addition and, I must say, I was pleasantly 
surprised last year with Acclaims “V 
Tennis.” Tennis Arena offers the gamer a 
choice of two gameplay options that 
include world tour and smash tennis. 
World tour allows you to compete in four 
different levels of competition in your 
quest to be ranked number one in the 
world. You’ll play in courts, all over the 
world, with multiple surfaces. The smash 
tennis mode is the practice and multi 
player level that allows you to play against 
any competitor in any location. 

δ΄) Ὁ εἴτ Ξ ἈΠ ΟΝ Έ δ 618). mem τ 1818} τ τ} 8} 
players, all of whom have their own 
characteristics and “special shots.” The 
goal is to master these special moves and 
save them for that special moment when 
Aieleme-nemenual(-meel-mele)'semnelome-rs\-)inelomyslnel 
authority. The game is billed as a tennis 
game with “attitude.” I guess the attitude 
comes in the form of these “special shots” 
that are designed to humiliate your 
9}9}919}8 1:81} Δ Ce 08} 10}4 {2} Ὁ ΔΝ Π 91 τ} 8. {24 τ τ Ἐν 
have a little attitude thrown into their 
personalities, as they will throw mini 
tantrums on a close call and celebrate a 
little too vigorously when they score on 
the close ones. Other than that, the only 
οὔϑθυ “δὐυϊυαθ" ἴῃ 8 βϑιηθ ὑχου]α ὈΘ [6 
41 19156}} 91: 3 9 Ἐπ |9}88τθ 6) δ 981-98} 2 4π} 8 crn 
τ 9} εν δ. 6619}. 2.:}919}}}}.: 58. .9} Ὧ}49}0.0}} 117 8. ἸΩ Ὁ 
but I’ve been playing tennis since I was 
six and we never wore long pants! Some 
of these guys look like they should be on 
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work very well and all of the courts are 
beautifully drawn. It looks very similar 
to V Tennis, but nowhere near as nice 
as the PlayStation’s original tennis title, 
Power Serve. Much like Power Serve, 
however, the gameplay is very frustrating. 
The best way to describe the gameplay is 
as follows: “if you’ve played NBA Jam, 
you’ve played Tennis Arena.” How does a 
basketball game compare to a tennis game, 
you ask? Simple, it’s all in the AI. If you 
remember those early games in the “Jam” 
series, you’ll undoubtedly recall the 
[619}98}9}}}} 5 5} 2 991 728 8} 8} ἘΠ ΓΘ 69.681: 9}: 0.4 
in the last minutes to erase a substantial 
lead and win the game by a point... or so 
it is with Tennis Arena. Every time I’d be 
(Vohbercwhem-mpest-hroemey’mecivlinie)i-w-s-neelcmmeekts 
computer opponent would come roaring 
back, never allowing me to score a point. 
I thought I could remedy this by playing 
three set matches. No such luck. I’d win 
the first set, be leading in the second set, 
and the next thing I know the computer 
kicked into overdrive and blew me away. 
After extended periods at the controls I 
found ways to beat the computer, but it 
was more frustrating than it was fun. I 
was just playing so I could find a way 
to beat the computer, not because I was 
having a good time. If you like tennis 
games, it may be worth a look, but rent 
it first! 

Alex 
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1 νοὰὺ ἤδϑνθη ὑ ποὐϊοθα, ὑὴ 6 ΓΟ ἢ 
quarter is upon. us; witness the plethora 
of games that are being reviewed this 
month. Nobody wants to miss the 
Christmas rush. The downside of this 
is that we are absolutely swamped with 
games that require significant amounts 
OMEN 61 5 eee Welw yl) .qn i 4176}. 819}64 192 66} 81 
the press, as well as the consumer, with 
tons of titles in a short period of time, 
is that some will inevitably get lost in 
the shuffle. That was definitely my 
feeling with Interplay’s “Red Asphalt” 
when it arrived on my desk. Just 
another title thrown out there to see 
if it will survive with little marketing 
and even less press. The outlook wasn’t 
good from the start, but every now and 
then we all get caught by surprise. This 
is a solid game! 

For those of you that don’t know, 
there is somewhat of a heritage to Red 
Asphalt. Based on Interplay’s “Rock n 
Roll Racing” for the SNES, Red Asphalt 
looks to bring some 38-bit attitude to 
a 16 bit classic. Think of it as Twisted 
Metal 8 meets Mario Kart. The game is 
spread out over four different planets 
and 25 levels, all with their own unique 
gameplay elements. The goal is pretty 
straight forward; finish first on each 
track and progress through the different 
acim -Winelelercdemcing-Nt-selrmceyaiie-hgemmnels 
goal is a difficult task indeed. 

There are six different characters 
to choose, as well as six different 
vehicles. Each character and vehicle has 
their own strengths and weaknesses, 
and the vehicles can be upgraded with 
cash earned in the previous races. Like 
Mario Kart, there are power ups 
scattered along the road to help you 
accomplish your task; and, like the 
original Rock n Roll Racing, you’ve got 
some very cool tunes to accompany your 
R(olebgel-aiam ἐ6 1806 }1} 10} 1 9}... 4088 }}8 ΓΞ 3 781 Ὁ: Ὁ Ὁ 
you are also awarded points for 
destroying the other vehicles and cash 
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bonuses for all around performance. The 
package is all very ordinary at first 
sight, but the gameplay is outstanding. 
The pace is non stop, with plenty of 
action and strategy to keep you 
entertained. The graphics are crisp and 
loyoecdehrm- helo 5. 610 }8 1: 599 ΦΊ 0.990 δ) δ 18 1- 5, 9}- 5} 
explosions I’ve seen in a long time. The 
scenery and lighting are equally as 
impressive, and the tracks are the 
ad oleyeelohanm ey-lenia 

All in all, Interplay has a very 
playable package here. It does suffer 
from some control problems and I’ve 
yet to figure out why it only takes two 
hits to destroy my car, while I have to 
Jevirmosl-melnel- gue nucmeslelinge)(-mnpesl--m el) (eu~ 
they’re destroyed. The one major flaw, 
however, will be its inability to set itself 
apart from those who have gone before. 
Even though Red Asphalt is fun to play, 
there are many other games in the 
Playstation library that perform equally 
well, if not better. The game just doesn’t 
go far enough to distinguish itself from 
the other wheel-based shooters. If you’re 
new to the PlayStation market, Red 
Asphalt is a tempting purchase; if, 
however, you’ve been around a while, 
you’ve probably had this experience 
before and may want to save your hard 
earned bucks for a more original title. 


Alex 
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1 ὮὯδνθ [6 αἰϑυίτοῦ ὈΙΘαϑογΘ [5 το 
of reviewing the sequels to two of my 
favorite games of all-time. The first, Tomb 
Raider &, is the focus of our cover story 
this issue and the second is one of the 
best designed games I have played and 
the subject of this review. 

“Crash Bandicoot 8: Cortex Strikes 
Back” is the follow-up from Naughty Dog 
and Universal Interactive to last year’s 
worldwide hit. I still play the original game 
and, to this point in time, consider it to 
be the best looking game on the 
᾿ πὸ 56:15 10} mm hele 5. 9}81- 9) 8 181-88 19:9 9} 8 179) 
play. This year’s game finds Crash in an 
all-new adventure against his old neme- 
sis. The ante has been upped and Crash 
must do much more than find gems. You 
see, Cortex convinces Crash that he must 
ΤῊΪΏΘ ἴῸΡ ΟΥγϑὺδ]5 (995 ἴῃ 8}1) δηὰ ὑμδῦ 6 
fate of the world depends on it. Crash, in 
his slightly-less-than-swift manner, 
assumes that the bad doctor couldn’t pos- 
Sloat ὉΘ Ἰν] 9 ὕο Ὠΐϊτὴ 8δηα ϑϑὺβ ουὖὺ ἴο ctor 
the goods for Cortex. Well, the story gets 
a little more complex as N. Brio, Cortex’s 
now-disgruntled ex-employee, appears to 
tell Crash that Cortex is fooling him and 
iH at-RrmO@sG-KoJampeelelsirmenelemnel-wl-ieelem@-mrer-ime)e 
42) to stop the mad doctor. Of course, 
Crash is somewhat confused by all of this 
and you end up guiding him on his quest 
to get BOTH the gems and crystals — thus 
inviting the wrath of both the large-cra- 
niumed fellas. And it all started on this 
ue little walk to get a battery for his 


sister’s computer... 

Naughty Dog and Universal have 
pulled out all of the stops in gameplay 
and graphics to take Crash to another 
plateau. A lot of research and care went 
into the development of Crash 2 and it 
shows. The game’s 8&7 levels are larger 


in area, even more graphically detailed 
and feature all-new gameplay mechanics, 
as well as some favorites from last year’s 
model. Crash can now use a jet pack, ride 
a baby polar bear, grapple and swing 
across steel platforms, ride a jet ski, dive 
under ground, ice skate, do a sliding jump, 
a belly flop, a super jump and more — in 
addition to the now-classic break the 
boxes, grab the apples, run from the giant 
1919} {6 (-saur-t-haal—je)tcAvapobbelembemnel-mengcirE-t- heels 
The game also supports Sony’s new ana- 
Koy-Mcoyeinge)l(ae-nelommisell (me τω τ 9 8 Ὁ 6.610}. 481-᾿ 
best way to play all of the time, it does 
Το ἐπ 5910} 8 15} 8 .} 8818 1:}10}6 9 1 5 8 ᾽ 2,816} menue 
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snow balls/polar bears levels. 

Graphically, Crash 2 sets a new stan- 
dard of excellence and does a much bet- 
ter job of telling its own story. Characters 
appear in the five warp rooms through- 
olblrmnal-w-tcheal-mrom-y.qe)t-nbem'sat-niecmve)bercmeyel 
— or what they need from Crash/you. In 
addition, there is a really cool intro. 
sequence that sets that game 
up — something that was a 
noticeable omission in the orig- 
inal game. The textures and 
colors in the game are simply 
beautiful, with software mip- 
mapping, transparencies, mir- 
rored reflections and more. 
Also, Crash is much more ani- 
mated in Cortex Strikes Back, 
with a number of move, death 
helomoll-m-nabbest-hnle)etcmrl ete hrm col} 0) 
the action fresh, after you’ve 
Ὠϑα 8, ἰ10016 ρου !]6 δηὰ ἔμπα 
yourself dying in the same 
place. 

Speaking of dying — there 
are two really big gameplay 
differences in the new game. 
ἐν εἴ 1}. 618} ἢ 9 8. 40}0.8 10} 5.61: - 179 
make it through a level without dying 
to achieve perfection and get the box gem 
(the one you get by breaking all of the 
boxes on a level), and the second being 
the fact that the game will self-adjust its 
difficulty level based on where you are 
Jotchigber-wariqe)ble)(-menemnel-mct-heel- mm Gan(o)0 mG eer 
tinue to die in a particular level segment, 
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the software will recognize this, add an 
extra checkpoint, life or Aku Aku mask, 
Slow down the rolling snowball, etc. and 
save this information to the memory card 
when you are finished with your play ses- 
sion. Think it sounds easier? ‘Fraid not... 
Iry and get those 42 gems — there are 
a number of different ways that they are 
acquired and, without giving anything 
away, you will have to use the ol’ nog- 
gin to grab ‘em — as well as a healthy 
olojs\- Meme 8 τῆι 5 τ} τὸ 6.919} 06} 8} 5 10}}} 

Is Crash & perfect? Well, it’s just sooo 
close. I know there will still be those out 
there Gmostly in the gaming press) that 
will say Crash still isn’t “true” 3D and 
bemoan the fact that it is still not Mario 
64 (get over it... Mario 64 is the only 
ebietcmnetchrm ν}}}} Ὀ6 Μαγίο 64, δῃηὰ ἰὖ ἰβὴ 
THAT great); but, for my money and, coin- 


cidentally, yours, Crash 2 is just too much 
game to achieve any other ranking than 
our best. The game is beautiful to look at, 
is easy to get into, tough to master, fea- 
tures evil, evil puzzles and is very funny. 
Crash Bandicoot 8: Cortex Strikes Back 
scores ‘Platinum’ and is recommended 
as one of the best game playing experi- 
ences to be had. 


Dave 
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I've been waiting to get my hands 
on Activision's Nightmare Creatures 
since I saw the first few screen shots 
that trickled out of Kalisto (the French 
developers of the game) back in the 
early part of the year. Dark and 
moody, NC had the looks, but would 
Ne Θηα ὉΡ et-hisbel-Manel-mv-heal-je)t- Aiea Wale 
answer is yes. NC has atmosphere up 
the wazoo, true, but it also has a great 
feel to it as you play. I hate com- 
parison reviews, but in this case you 
could imagine a blend of Resident 
Evil's creepiness with Fighting Force's  ieaassieisesscsssses0s00ssn0sssssssss 7 
go-anywhere 5D beat-'em-up style of ters that the warlock has bussed in 
oe " from the nether-regions to help him. 

Kalisto has done an awesome job Crowley has called up a veritable 
capturing the feel of turn-of-the-cen- apmada of werewolves, zombies, 
tury London. With a history rich in happies, gargoyles, hydras, two-head- 
characters (both historical and fic- oq freaks and an assortment of other 


tional) the likes of Jack the Ripper, _ wel], nightmare creatures, in order 
Aleister Crowley (the model for NC's to slow your pursuit. | 

main villain) and Sherlock Holmes, The levels are of a decent size: not 
It's surprising that there haven't been go big that they take forever to load 
more games placed in this setting. from the CD, not so small that you 


Taking ‘oe! nals role of ὍὉΠΘ mage fecha 1986} lellen vs inebgelel istenalsiear Jats. 
Ignatius or the sword-wielding Nadia, 920 serene areas ἐπὰν εν; the boss- 
you enter the fog and smog-filled world es) offer a variety of settings for you 
of Victorian England to head off the to explore, and the 3D engine lets you 
evil Adam Crowley before he can move from larger outside areas to the 
recover a mysterious set of lost maze-like labyrinths inside the var- 
diaries. The mystical tomes will give ous buildings. While walking around 
Crowley the power to literally send outside you'll be impressed by little 
the world to hell in a handbasket, ive lblelalscmil-<smeleclem schists whirling imgelesl 
18) it's regarded to lets, hel your gener- nals, dry le)gchaleales eye trees ΣΙ nals, awe- 
al interest to stop him. You follow some fogging effects that are a digi- 
Crowley's trail through the streets, 4] dead-on of iMeeteleselrs 
graveyards, sewers and back alleys 1 pea-soupers," a mixture of London's 
of 19th Century London, hacking your natural river fog and the city's coal 
_— Saisie the ἜΜΕΝ of redo crit- smoke pollution. Νϑνλδϑυϊοῃ ΠΡΟ Ρἢ 

εν τ ᾿ς τ μεαεμαντνς these areas is a snap since they aren't 
too big but, if you do find yourself get- 
ting lost, a quick press of the but- 
ton will pull down a 2D map overlay 
{OIA 1(0) 0 εἰ HOW ~1 MAIO) 0b G=\-)0 8. 16). GO) 9 15: 6] .Φ 
ἐν εἴς εἰ 6 εἴ τς Mme 8} δ Ξ|0}8 881-899 Πα - 6) Ὁ τ 
little too slow, occasionally forcing you 
Fo 16} 0}}} 619 ΔῈ Ί ΓΟ 8 1τ τ δα τ Ξ 8  Π48 1 τ 8 0 4010 
turn around, not Knowing if some big 
ugly is waiting with open arms just 
out of view. My biggest complaint had 
to do with the game's strange built- 
in. On the left side of the screen is 
a, test tube-shaped gauge that repre- 
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Sic @LFom alo ὕτηθ δι ]οῦυθα [ῸΡ νοι ἴο τον 
διΡΟο Πα ὕΏὯ6 ΙΘνθὶ. οι οϑῇ ΚΘ] ὑῃ15 
gauge by fighting and killing beast- 
les as they pop up but, if you're intent 
on exploring the level, you're forced 
to keep your eye on your time. As 
your tube runs dry, you begin to lose 
energy —quickly. There are lots of 
[ ε1ἴ6 691-98 3 1 τ} 80 ΑΒ 9 5 0)}1} 6) ἡ η6᾽ - Δ {τ τῆ ας sks 
in each level, and it's a shame that 
λ᾽,61} τῆς τἸ 6 ἢ, 520} ἸῸΝ -» 40) lege 
ἢ εἴς} 6.6 15 6191} 8 τ Δ 8} 3. 79) 
sweat about a time limit, 
which is really out of place 
in a game like this. The lack 
of save points in the game 
was also the impetus for 
several muttered curses. 
| Ἐ 3 Ε1:1 0 6 3 Ὁ 88 {ΞἸ|Π Ὁ 28.618] τ δὶ 
for the old-fashioned idea 
of saving at the end of each 
level instead of giving the 
player the option to back 
up his game every so often. | 
Nightmare Creatures is 
no pansy "survival hor- 
ror" game either. Your 
character is armed with 
a big hunkin' - staff 
(Ignatius) or a pointy 
sword (Nadia), as well as 
a natural propensity to kick like 
Jackie Chan. A good array of pickups 
He owsjO)Gbel.d(— 6 mnelgelercveleleire-Fom i) Ὁ ΣΔΤΟ 
11 6 9 0019}: 5.9}. 8) ἡ Ξ18}8 5.6) 16 .-} “8 πὴ toys: 
19} π| 9}: ἈΠ 68 [2 5} 061τῇ δὲ ἘΠ Υ ΘΙΠ ΘΙ“. ole)inc mm ele) Ξ 916 
gas, flaming brands, ice bombs and, 
my personal favorite, a skill-saw item. 
that makes your regular weapon flay 
limbs and sever torsos faster than 
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a weed whacker through jello. 
1} 19}4}} 8 5} }}} «τ mejevAbet-mnelem-ngeemcing-Atcdele 
out of a monster's shoulder socket 
to really make you happy to be a 
PlayStation owner. 

Nightmare Creatures is a great 


Jo} {<s ale Mme) Map το τ ΡΝ ele) ammo) 06 τ 816. 868 1-}} iA 
Action is the foremost concern in this 
game, so you don't have to spend a 
lot of time solving puzzles or running 
back and forth to different areas. This 
game is a solid addition to any 
PlayStation library. Grab your con- 
0 9}} τ τῆ8 mee saebesl-)elecmremel--Anberomnals) 
᾿6ε1:}}9}}1}1 9} δ ἡ εἴ - 19) (6. τ} 8) moat Δὲ 
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game, so you don't have to spend a lot of time solv- 
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ing puzzles or running back and forth to different | 


areas. This game is a solid addition to any PlayStation 


library. Grab your controller and commence to beat- 


ing the hell out of the forces of evil. 
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Ὁ cole-1Ublin’ime)mr-le)lelcmislremnaltcmacaslci\s 
with preconceptions of a certain game- 
play style. I expected Shipwreckers! 
to be in the vein of the classic PC game 
Pirates! (arrr, buccaneers surely do 
ἢ} Mi riet- ΩΣ τ 461: 5860: 20 9} 6} 810}} 8. Ὁ mma sinel 
the player in command of a fleet of 
ΘΏΪΌΒ, 58,111 δοοιῦ Ὁ 6 ΟδΡρὶ ΌΘ8, 
searching for treasure, and taking 
care of the scurvy dogs in his employ 
— kind of an action/adventure deal. 
What I got, instead, was a unique 
shoot-'em-up with Jules Verne-ish 
retro-futuristic gameplay and graph- 
ics. Was I disappointed? Frankly, yes 
--- ΟΠ] 1 βυϑτθα ὈΙαὉ [6 βϑαχηθ δὰ 
realized that, hey, not only was this 
an original shooter, it was plenty fun, 
even managing to squeeze strategy 
and puzzle elements into the game- 
play. 

In each of the game's 80 levels, 
divvied up into five worlds, you sail 
ΨΟῸΣ 510 ὈΠΡΟΘΡῺ ὕΠ6 5685 (Όν ele) (on 
ing Rl to "accelerate" and using the 
1D ey-Keomnemsin-\-) Ἰοὺ δηῃηᾶ γἰ βῆ) διηα ο0]- 
lect floating bottles. You start each 
AVM eines 6} 5 19}8} 9) δ Ὁ 8812} 9} ielaanel-nr 
(Sats) Bh οἴ 5.6}. 69}}}-|6Ἰ5 881“. .5 6.68} Π|6}812} mele) is 
0165, you reveal more of the map, along 
Vein emnelom ele 15 10}}}.0} ΝΠ 8:- 38. Ὁ». 40 910) Ὁ 
bo) bab ΡΒ 8150 ὑγν] Ὁ ὕο οοἸ]Θοῦ 8, οθυῦδὶῃ 
number of treasure chests in each 
(Sargo) Bacco) 91 6) δ. 791-999} 8 -8 3 9} 8 γ6.6. τ 18 
Colerchilevatsme-nelemeelecimmemnnelerciom 1061: 5 19}81-᾿ 
are shown on the map; you just need 
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to find the hidden entrances to them). 
At the end of each world is a big bad 
boss G.e., a giant lobster) that must 
be terminated to continue onward. 
As you sail around, you encounter 
enemy ships of various sailing and 
shooting skills that have to be sunk 


with your arsenal of weaponry. I'm 
happy to note that, when an enemy 
ship is sunk, it STAYS sunk. No mag- 
icaly regenerating enemies here — 
quality of battles is valued over quan- 
tity. At the beginning of the game, all 
you have are cannons that fire straight 
ahead Cone cannonball at a time) or 
to either side of the ship Cwith a vol- 
ley of four balls at once). Later levels 
introduce you to flame-throwers, light- 
ning bolts, rockets, mines and depth 
charges. The flame-thrower is partic- 
ularly cool, as you can use it to set 
enemy ships on fire and pick up the 
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sailors abandoning ship to boost your 
own ship's energy meter. Of course, 
if YOUR ship catches fire, you have to 
retrieve your own sailors, and steer 
ibhelel-igel- cinema hh) ue-Nlmrem 9)}1}.0)} 15,09} ( 
flaming sails Cone of the game's cool- 
er and cuter gameplay mechanics). 
There are checkpoints throughout 
each level in the form of well-defend- 
ed harbors. When you 
destroy a harbor's defens- 
es and conquer it, you're 
rewarded with power-up 
crates — and if your ship 
is sunk, your next ship 
departs from the most 
recently pillaged port. 
Shipwreckers! also has a 
Mio) GAY MEG O10) Ὁ 6618}: }}8}}45}) am eele ele 
that plays a bit like a water- 
logged Bomberman. Two to 
five players simultaneous- 
Ιν 5811 δΡου Πα ΟἿΘ οὗ ὕθῃ 
"arenas," frantically grab- 
bing power-ups and battling 
res 61: ἡ εἴ: 9198 8. 5} 68} 0} 8610}. .9᾽ 
pull a Titanic. 
Shipwreckers!' graph- 
ics are quite good, especially the 
impressive semi-transparent 568, I 
especially dig how you can see the 
wrecked hulls of sunken ships on the 
olei~i hele dole) ca Ν 61 - 7.» Φη (τ 99 1:η9)8)- δι  ἐτ ϑίδιο 
scapes are occasionally a little rough 
and jagged-looking, but mostly look 
fine, and always move smoothly. Both 
ΨΟῸΡ 510 δ8δηα ὉΠ 8 οὔϑθυβ 8.6 ϑοῖῃθ- 


what small; an option to zoom the 
view in and out would've been cool. 
ἐμ εἴ Be) blelem—18(— Girce- hg M1006 Reem alermelenire 
as oomph-packing as they could be, 
especially the explosions — and the 
bouncy musical score is very good 


(and in Dolby Surround, for you 
stereophiles). 

Shipwreckers! isn't a classic, but 
its surprising level of depth, unique 
gameplay elements and sheer level of 
fun make it very much worth check- 
ing out, and a shooter worth buying 
instead of renting, if only for the hilar- 
ious multiplayer game. 
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THE BOTTOM 


Shipwreckers! isn't a classic, but its surprising level 
of depth, unique gameplay elements and sheer level 


of fun make it very much worth checking out, and 


a shooter worth buying instead of renting, if only 


for the hilarious multiplayer game. 
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PUBLISHED BY EA SPORTS - τὶ DEVELOPED BY EA CANADA 


Wow — what a difference a year 
makes. Last year at this time, I thought 
that playing a game of NBA Live 97 was 
about as much fun as an evening listening 
to your little sister’s 6th grade jazz band 
performance. Yawn. But, EA Sports has 
ebme)iise-mre)eme)mpelcaiimx-heel-je)tnimcielet-nale on 
ments into Live 98, and there’s a lot more 
than window dressing. 

If you liked last year’s version, then 
98 will probably be some sort of religious 
experience for you! EA Sports is releas- 
ing NBA Live 98 about a month before 
Sony’s Shoot Out 98 and Midway’s 
Fastbreak 98 are due to hit retail, so 10} 
be the only “sim” out there for a bit. 
ΟΠ νη Ὁ 8 βῇον δὺ Ὠδηά... 

Οἵ 841} ὑῃ8 αἰξον ἢθὺν ἴϑαύαγθβ δηᾶ δηΐ- 
mations that have been put into NBA Live 
98, for me, the game begins and ends 
with the ability to shoot fade aways and 
leaners. This adds a whole new element 
to the strategy of the game, and is usable 
anywhere on the court. How can you stop 
Tim Hardaway’s fade away three? You 
chalga ram 6)} 1} 819}}..0}} 569 8 0} 1 9 1 Π9 1 ὙΠ θΕ τὰ 
1s ἴ9.}} 81. 919}}1}}} 94 }9} 939 9} Φ 80}. 5} .:}0}0}0 8“ 5 τ᾿ 
olor hue ϑδιηοηβϑὺ ὑὴ6 διθιηῦδ, ὑΏΘη ὑθ Κη ν 8, 
quick back step and fade away so Bradley 
can’t block it? It’s now possible. Or take 
that same scenario, but take a step 
ὑουνθιγαὰβ nel-melelejeme-nelem lo -Nemlem sine 8, βοίῦ 
kiss of the glass. Now you’ve just left the 
defender behind you, and have shielded 
him off with your back. Amazing stuff, 
really. One of my favorite spots to take 
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a fade away is just to the left or right 
of the free throw line, about 17 feet out. 
δ.) 1: 39} 9)}}1η5 {019} (1 τ} 9 381 - 39) - πη θϑ ας τ} 
position and then softly fade back, look- 
ing just like Larry Legend himself. Or put 
yourself up at the point with Marbury, 
lol-t-hrantge len cpeet-Nemeemnnel-mevulele)(-mE-nelemnel-jal 
take a nice easy lean in just past the free 
throw line. Putting both of these types 
of moves into the offense really enhances 
the standard jumper, as the straight away 
jumpers end up becoming much less a 
part of your arsenal than they used to 
be. 

The next best improvement for 98 is 
the rebounding — offensive and defen- 
sive. If you recall, a big complaint of mine 
last year was that a large percentage 
of missed shots hit the floor rather than 
being grabbed by one of the players. And 
even if you did get a rebound, the ani- 
mation was kind of lame, as the ball just 
became an appendage to your character! 
Well, rebounding is now a blast, as you’ll 
find yourself crashing the boards on every 
play. The timing is near perfect (although 
the ball will occasionally go limp on the 
rim) and the reward is awesome. Monster 
tip jams can be yours, if the timing is 
right, and much like last year, the instant 
replay will be used heavily as you drool 
over the smooth close ups of your dude 
skying over Barkley to ram it down his 
face! Brutal — you gotta love it! 

Another sore spot last year was that 
the players did the ol’ “skating on ice” 
trick, and would never come to a com- 
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similar to last year’s game, 


19} {π|ῦ Ὁ} Ξ}Γ9}9}}} 4 8|-. 8'.,9}} shel emneeemremm le 
this year there’s an option that turns off 
the player momentum, and eliminates 
those annoying slides that would take 
λ.19}}5.9}91}..9} ἃ. 9191} 616 {512}. 481- 8.491} 58 }18} 8 3 {81} 
ἴο βὸ ΒΓ. 80, ὑμδὺ 5 διῃοῦμδυ βοοα ὑΠ]η5. 
δ} 41 5 6610) «ὙΦ Τλ}.9}} 1. {-Ὸ 619}68} 681 -|8. ΠΡΛ ΓΔ. Π 8.8] 
you’re in for a treat, as the TBS duo of 
Verne Lundquist and “EJ”, Ernie Johnson, 
are along to give you the 
pregame Chalftime & post 
game) and play by play 
action. As is my feeling for 
every game with play by 
play, it’s good for the first 
few games of the season, 
then becomes repetitive 
and irritating, so 111 turn 
it down or simply off. EA 
Sports allows you to 
choose from play by play, 
8689 1919} 616. me 6191} 8} 861 ἢ 
all (off) -- the PA guy 
works fine for me, 
Hin 6191} 15}. 81 6191} } {8 191: 5 mein 
more animated. 

NBA Live 98 plays 


although the overall pace 

of play is a bit improved. The players 
don’t “flop” to the ground as much as 
they did last year, and the added touch- 
SSM OMEN OC MOIGAT/molvinre)/sm@at<pme-hll-\' cee) en @ ἔπ 
& X), cross over and behind the back 
GsloLbE-Hg-pmotgle)e)(-1cmeeet-).comrialom-s-nealomonnelcel 
10010) αι τ} τ} 8} 9}}{2|9} (MM 8 τυ 3 Π8 1}: 9} }ΠΦΓΘΙ 1:)} 
the ball in the post, and back your man 
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down, so you you can do the Dream's 
"Shake & Bake" on 'em — cool. There 
are plenty of camera angles, but because 
the recent hockey and football games get 
you really close to the action, I felt as 
if Live 98 needed an angle that could get 
a little closer to the action as well. As 
it is, mM managing just fine with the 
“Press” cam in director’s preset #1, with 
the zoom set about half way. I also like 
the “Behind” cam with the other two lev- 
els at about the same settings. Before I 
sign off, I can’t forget to mention the 
inclusion of the best party game ever — 
el mnebgei-mele)belmeesir- ina Mallow lcm. 0}: 10 
play with a bunch of friends, and is a 
bonus feature that you’ll never get tired 
of. 

ΤΟ Εν Ὁ me islnalelelemeelcr-inleemmriale 
best basketball simulation on the 


PlayStation to date. The quality anima- 
tions and great gameplay features leave 
me wanting very little. There’s a bunch 
οἵ ΑἸ ΘΡθηῦ ΑἸ Κ5, ἸΠΟΡΘΟαΙΌ]6 ορ 85, ἴῃ 
your face blocked shots, and enough 
smooth passing to make even the most 
jaded hoops gamer (I guess that’s me) 
have a great time. Highly recommended. 


Eric 


THE BOTTOM LINE 
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| NBA Live 98 i IS, without question, the best basketball & 
| simulation on the PlayStation to date. The quality ani- [1 

Ἴ mations and great gameplay features leave me want- | 
| ing very little. There’s a bunch of different dunks, | 


| 
| incredible tip jams, in your face blocked shots, and | 
| 


} enough smooth passing to make even the most jaded | 


᾿ hoops gamer (I guess that’s me) have a great time. : 


Highly recommended. 


SCUMLABS RESEARCH FACILITY 
TOXIC HOLLOW, ILLINDIS 


PUBLISHED BY MIDWAY — DEVELOPED BY GAME REFUGE 


About a decade ago, there was a 
wonderful coin-op arcade game by the 
name of Rampage, in which you con- 
trolled one of three gigantic monsters 
(George the King Kong klone, Lizzie 
elm C (e\OVANNE-Mm.@elel6) 19) δ 9} GMat-Aholemanal= 
giant werewolf) on a cross-country 
tour of destruction, smashing build- 
ἸΏ55 ἰηο Ὁ1165 οἵ Gblele)(-m-Halem-r- Anbar) 
the calorie-filled people inside those 
[9181 {6 }} 4 ΓΞ}: Ὁ ΘΛ 4.811} 6]. 41} 65} 181-68}. 0}}}}}.6} Δ ΠΠΔῚ ΔῈ 
dows. You also got to wreak havoc 
upon the annoying military forces try- 
ing to kill you with their puny guns 
and explosives, by smashing their 
cute little tanks and gobbling their 
pesky foot-soldiers like handfuls of 
Reese's Pieces. It was not only orig- 
inal, but massively entertaining. I 
mean, a game where you destroy 
everything is like candy. 

Rampage World Tour is a consid- 
erably revamped update of the orig- 
inal, with great new graphics and the 
same great destruction-oriented game- 
play. This time, there's a dinky sto- 
ryline tying the levels together: the 
ΤΥῖο οἵ ΤΟΥΤΟΡ 86 ΟἹ 8, αιιθϑὺ rel .ealele).< 
down 16 research facilities (dubbed 
SCUMLABS) belonging to the unfor- 
tunately named Mr. Eustas DeMonic, 
who wants to — get this — take over 
the world. The world, as it turns out, 
contains a whopping 130 levels (not 
including the 14 bonus, four grudge 
and numerous hidden levels), start- 
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ing in the U.S. of A. and working their 
way across Europe, Asia and other 
distant regions of the planet I can't 
name because of my nonexistent geo- 
graphic knowledge. (We have 59 
states, right?) 

Game Refuge, the developers of 
[5 5 66} 0.5 5} {9} Qe Μὲ ᾿ 6198 ΟΣ 6 ἔτ {- me) gelelele rel 
many similarly original and hilarious 
games over the years: Arch Rivals 
(two-on-two basketball, a la NBA Jam, 
with more violence than hoops), 
General Chaos (a sadly ignored Sega 
Genesis game of tactical warfare), 
Pigskin 621 A.D. Gnedieval football, 
Wale ΒΡ. 4-410}9}819]0}-} @.e0 bbe mm: Ὁ} - 6 9 δ Wants 
is unquestionably their best work yet, 
their best combination of addictive 
gameplay and hilarious visuals. 

Rampage World Tour plays very 
much like the original game. You're 
still trying to do just two things: eat 
and destroy. Your critter walks left 
and right in each side-scrolling (and 
vertically-scrolling, if you climb a tall 
building) level, bashing and smash- 
ing and chomping with a variety of 
moves. You can climb the sides of 
buildings and smash each individ- 
ual floor with your fists, use a 
"ΠΠΤΩΌ " ΤῊ ΘΊνΘΥ' ἴο ΘΏΘΚΘ ἴΠ6 θη 
ὈΛ1]α] 9, ΟΥ ΒΟΌΤΥΨ ὕὅο ὕὑῃ8 ὕορ δῃὰ 
1|919)9 1916 5. 81.- 4010) 1916 15} Πη8.- 29) 6} 8819 } δ τν ἐς -: 
in upon itself. While you engage in 
this rather unsocial behavior, soldiers 
and civilians peek out of the windows 
and wander along the street in a daze 
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Cor occasionally stand there wait- 
ing for a bus). Each human you 
munch raises your health bar just 
a smidge, so you need to keep eat- 
ing to replenish the energy drained 
by enemy weaponry and your own 
foolish maneuvers. You can fall off a 
building, eat something poisonous 
(which causes your monster to 
19} 6161 6196]. Φ τ Ὁ 6199 6 Γῆ 8.5} 09 }0}}}-- 
9} en 0) 00. PEE) ΟΣ χ919}} {98 ATs 
devour priests and nuns 
ΟΥ ὩΪΟἢ ὈΓΙΏΘΒ ἀουνῃ 8, ὑπ η- 
αΘΡΌΟΙΌ ἔΡοσὴ ὕΠῃ8 Ὠθϑνθῃβ), 
ὕο ὩΘΙΏΘ ιϑὺ ὈΏΓΡΘ6Θ. 

So what has Game 
Refuge added to the mix 
since nels original 
Rampage? The monsters 
have more cand more 
destructive) moves; there 
are (tons) more levels; 
there's a much greater 
variety of attackers Cflame- 
throwing ‘mechs, rocket- 
pack soldiers); there's a 
much greater variety of 
edible items CGncluding sev- 
eral power-ups, my fave being: Π6 Ἡοῦ 
Loogie); and, of course, the graph- 
ics and sound are a Kajillion times 
better, with dozens of cute little touch- 
Sse -WaRtanece) cehele-Abalncwam Mai is- τ ele ΘΔ. Π0) 
cfoheshelt-Hhewmpa a (-30lelspum Mel-mel—)e-hed lnm celal 
trols are a little confusing Cit took 
several visits to the configuration 
screen to find a setting I liked); it's 
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stantly changing locations make up 
for it. 
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Rampage World Tour is simple, 
addictive, destructive fun, especially 
when two or three players are mani- 
acally tearing up the globe at once. 
It's not just a superb update of a clas- 
sic retro-game, it's a great game in 
its own right. Two claws up! 
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Rampage World Tour is simple, addictive, destruc- 


tive fun, especially when two or three players are 


maniacally tearing up the globe at once. It's not just | 


a superb update of a classic retro-game, it's a great | 


game in its own right. Two claws up! 
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PUBLISHED BY PLAYMATES — DEVELOPED BY SHINY 


MDK is a pleasant surprise. This 
action/shooter, from Shiny Entertain- 
ment, was a big PC hit earlier in the 
year and was originally expected to hit 
the PlayStation at roughly the same 
time. The early demo of the PS version 
was kind of rough and, for those of us 
VA GtOMo}Gome)tchisbermnelomst-nesl-melem a Omilsinel 
a 5Dfx card, there wasn't much hope 
ἢ ἈΝ ἡ elo Ὁ 919) 0,919} 6. 1919}. Φ τ η8 8456 880Ὲ 
like the beautiful Direct 6D model. 

Ai ΠΕ a bb abehtanriebbat-aeet-hejel-sel-cemeyel 
the way to the store — Shiny's presi- 
dent, Dave Perry, saw that the pro- 
ject was going nowhere fast and got 
more involved in the translation 
process. The result? A very good look- 
bat {866 101:}}0. ᾧ 162 5}84 {5}. ἡ 41} :}86101012 9.0: ὦ 
tured DSéD game), fast and extremely 
19) 1915} 3} 81910} 6} δ 8 12}. ΞἸ ΚΛ lelsme)UlrEohome) ele, 
9. a ἡ 91 6610} ὦ - 9 8810 9 Ὁ πϑ τ} 45} 75 Π|0}8 8. Ὁ» 40} 
riences. 

MDK is essentially a third-person 
shooter in a go-almost-anywhere envi- 
ronment. It is set in a futuristic world 
and offers the player a graphic envi- 
ronment that has a very neo-gothic 
[66]. Wale ὑθχῦσγ 5 8.6 ὨΙΡῊ απϑδϑιτῦν, 8 
animation is fluid and the frame rate 
Zips along at 30 frames per second. In 
contrast to the PC game, where you 
Jat-hi(cmre ὨοΙὰ ἄονχα ὃ Ὀυϊοη κοὺ ἴο τυ, 
the PS MDK has the player running all 
OlMaHel-mHteel δ 36.6.16 19}8 2 9} 18. 3991} τὴϑ τὶς, 
5} 6 1919} 815} 2 Kei 19}6 5.3.8 8} 0 ἐτἰτηηϑϑα τς θην δῆ η-, 
a bit of classic action/platform-style 


ΤΟΌΠΏΪΩΘ δα Πτ ] 96, νυ 8, στ ἢ 
more adult environment than you are 
used to seeing in this style of game- 
play. The moves list is also impressive 
— allowing the player to jump, hang 
glide, shoot, strafe left and right, lob 
special weapons Cincluding mortars, a 
1619} (oy-ag-helebicmel-ce\ meymanel-me)t-Ai en ὍΝ 
Ὁ 619} τ ΤΠ ΘΟ ΕἾ {Ὁ 1.910} Φ τη 6)9 8816 9 16] 
O60 degree freedom and switch between 
third-person mode and a first-person 
"Sniper" mode. 

This Sniper mode is part of what 
makes MDK stand out from the crowd. 
There are times in the game when pin- 
point accuracy is required. Going into 
this mode allows the player to zoom 
a camera in and put one right between 
the bad guy's eyes — or lob a mor- 
tar through a ventilation shaft to 
destroy the enemy within. Of course, 
you still take damage while in Sniper 
mode, as everything happens in real- 
time. MDK also includes other modes 
of play, such as first-person bombing 
raids, third-person luge tunnels and 
third-person free falls into the levels. 
In analyzing what makes MDK a great 
game, 'variety' is the key word. There 
are a number of different play mechan- 
ics involved in your quest to make it 
ἢ 6} 91} 15} 8 38} τῆ 881: 1865} ΟΙΘΙ {τ} {τ Δ 9 ΝΠ 6 - 
Θ81Ὴ6. . 

For those of us who have been play- 
ing games for a number of years, the 
word variety usually sets off a few red 
flags. Historically, variety has mani- 


fested itself in games like Rebel Assault 
— where you have one repetitive game- 
play mechanic in a level (or arcade 
sequence in a point-and-click game), 
then you go to another style of 
game/level and another play mechan- 
ΤΕ \/ OD) Quire Ni mmet-neje\-setcmisinaleemnars. 
flow of the game. On a given level, you 
can find yourself running around and 
5} 619191}} 8 78.585. 619}9}9}} 85} 8819) 
a tank, going into Sniper 
mode, or using your hang 
glider to get to higher plat- 
Ko) ᾧ 98: 8179} 9 1612} ..-λ᾽.-} A Wale 
game design really makes 
for a satisfying gaming 
experience and one that 
only gets better with repeat- 
SIO 89} 21} 

On the negative side, 
some of the levels are 
Sraphically sparse and 
many are very dark — 
making it, at times, hard to 
see what's going on around 
you. I have a simple solu- 
tion, though — just turn the 
DE Sdeln-me viele Mm nel-m 69} seme \\(elr 
only does it make the game 
get a little brighter, but it is consistent 
with the mood of the game. Another 
problem lies in the method that MDK 
uses to load graphic data. The design- 
ers have made use of a technique called 
"streaming." In basic terms, this tech- 
nique allows them to drop polygons 
from the foreground and add them. to 
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the background of the play environ- 
ment: This way, they can make much 
bigger levels with limited CD load time. 
The negative side to this is that you 
get the occasional stutter or pause in 
sameplay caused by the PS accessing 
the CD — no big hairy deal, but it can 
91 Ξ 61 610..4 86} Π 899 05 Ἐ ὶ 

9. εἴ ΓΤ} cle) sebest—jelrmel-1ce)G- Mo MObGeh 
our conclusions, and that is about the 
soundtrack. The orchestration in MDK 
is excellent — perfectly capturing the 
mood and feel of the game. It is no exag- 
geration to state that the in-game music 
αΟΘ5 eenblclommecke)uomiret-nem-sanet-nele- 006 
drama, of the game — it actually makes 
the gameplay "feel" more intense. 

The Bottom Line, with regard to 
MDK, is that it offers the player a qual- 
lty experience and a big game. The 


sraphics are excellent, the gameplay 
is tight and addictive and the sound- 
track is one of the best on the 
ΡΙαινϑύυδθοη. ΤΏΘ βϑιηθ tom: Mebingd (cmelemnals 
dark side and there is some stuttering 
as the game loads but, with these excep- 
(0) area ΜΟΙ ϑύϑηαβ οιὔὖ 85 8, γθαϊ, ββᾳπηθ- 
play experience and an excellent value. 
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Wow! I think I’ve just played pos- 
sibly one of the best racing games ever 
made for a home console — how’s that 
for an opening sentence? Delphine 
ΤηὐθΡϑυϊοηϑ  ]θοῦροηΐϊο Αὐὺβ᾽ Μοῖο 
Racer GP has been circulating around 
the Dimension Publishing offices for 
two months now, and it’s been a strug- 
gle to keep my hands on it without 
someone else snatching it from my 
PlayStation every time I turn around. 
If you’ve been around the gaming 
scene for a few years, you should rec- 
915} 8 ΑΞ Β᾽-}}0}8 888. 38 388 τ|Ὸ τ 3 Π0 τ δ τη a 
the masters behind such classics as 
ΕἸ ΘΏΌδΟΙΚ, Ουαὖὺ οἵ ΤῊΪΘ ΝΟΓΡΙα, δηα ὑῃ 6 
highly underrated Fade to Black (they 
also did Shaq Fu, but we won’t hold 
that against them) — so you know 
they know their stuff. 

18}9}}} {τ ον ΣΦ. ΝΠ. 89 19 Π|η9Γ6.:}9) δ τ: |6 
ing games that are already available 
for the PlayStation, Moto Racer’s vehi- 
cles of choice are a compilation of 
street and dirt bikes (depending on 
the surface you’re driving on). There 
are a total of eight bikes from which 
to choose — each with it’s own vari- 
ous attributes which include, grip, 
acceleration, top speed and braking 
ability — and a whopping ten tracks 
on which to race (80 if you include 
racing them backwards). Not only are 
there seven more tracks over and 
above the typical three most racing 
games offer, they are all lengthy and 
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ultra-detailed — spanning various 
locales which include urban cities, sea- 
side bays, ruin-filled jungles, snowy 
mountains, muddy arenas, arid 
desserts and even a little race atop 
the Great Wall of China. How’s that 
for variety? 

Like any good racer, Moto GP offers 
three modes of play: Practice, Single 
Race and Championship, as well as 
a two-player split-screen mode. When 
you first start out, only six of the ten 
tracks are available, and only through 
placing first on these tracks in the 
'Φ} 91:83 8}9}10} 85] Ὲ} 9 1}, {618 |- 3} δ 4919}. 9- Ξ}9)1-- 
to race on the last four. Once you’ve 
beaten all ten tracks, you have to do 
it again backwards, and once you’ve 
done that, you get a special treat ἃ 
won’t spoil it for you, but it’s worth 
the effort). 

So, not only do you get a lot of vari- 
ety with a multitude of tracks and 
[9915 19} 8 5 Δ Kole αὐ: 6.) au 6.0}66}9}}} 881-86 Γ 3} 
08 159 519}81915}}.-}} 2:9}. Ξ| 9 89 989 8815 6 1 2 5} 
Ν 18 619) 1} 1: mele) 10) Π 8: τς 2 Π6 Ὁ} -Ι9)98 Ὁ} 8) δ) Π6᾽-᾿ 
best graphics I’ve ever seen on the 
PlayStation. Each track looks like it 
was airbrushed onto the screen, the 
bikes and characters are perfectly tex- 
ture-mapped, there’s little-to-no pop- 
ἋΌ ἤο ὈΘ6 δα δῃᾶ Ὁ06 [86] 109 οἵ βσΡῃθθα 
you get is unsurpassed by almost any 
other racing game out there. Add to 
that, intuitive, pin-point control that 
just feels second-nature and what else 
is there left to be said? 
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Well, actually there’s more. The 
developers at Delphine added a very 
[bbetlejelomsing-hr-cArmro) [τ 88 18. 1 81: hrm lelarcmnale 
game into new gameplay heights. Your 
[9}}: {Ξ mcm -|9}}}}9}91-16 8.4 15 8 5.988 8} 688 1π - 9 ἢ 9 019) 
boosts that last for only one or two 
seconds. The thing is, when you hit 
the turbo, you pop a wheelie and have 


EXRATED ¢ Page 


BEST LAP:OSi @§ 
ooO's4"61 ΒΥ 


a 


racing games made for the PlayStation 
or, for that matter, any system. It 
excels in every area from gameplay 
to graphics, control to sound — I’m 
hard-pressed to find any faults what- 


very limited control of your bike. So soever Moto Racer deserves to be in 
now each race becomes a 
suspenseful game of risk. 
ΒΕ} ΞΝ ἡ εἴ ἸΠΘΕΘΘΙΟΣ Ξ 8.618 τς 
time than when barreling 
down a straightaway is a 
risky proposition that, most 
likely, will send you crash- 
ing into a wall and flying 
off your bike only to see 
five of your eight opponents 
that you had worked so 
hard to pass, pass you by. 
This is where the true 
magic of Moto Racer lies 
and it adds a ton of play 
mechanics to an already 
obincin-neleunercMx-neeles 

siome we)bbelomp irmejeirmm | [619 
Racer GP has all the other 
necessary amenities such 
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as Dolby Surround Sound, the abili- 
ty to save your best times to memo- 
ry card, analog control, Redbook audio 
and the like. 

If you’ve read this far or glanced 
at the rating, you’ve probably gath- 
ered that I really like this game. Moto 
Racer GP is definitely one of the best 


the elite Platinum group and EA 
should consider themselves very lucky 
they were given the chance to pick up 
this title Git was originally to be pub- 
bEsJ allo Ὅν πουννυν-ἀϑύα ποῦ ΒΜ). οὗ 
waste any time in going to purchase 
this game, it is certainly worth the 
price of admission. 


Greg 
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Moto Racer GP is definitely one of the best racing games made 
for the PlayStation or, for that matter, any system. It excels 

in every area from gameplay to graphics, control to sound | 
— I'm hard pressed to find any faults whatsoever Moto Racer | 
deserves to be in the elite Platinum group and EA should con- 
sider themselves very lucky they were given the chance to 
pick up this title (it was originally to be published by now- 
defunct BMG). Don’t waste any time in going to purchase this 
game, it is certainly worth the price of admission. 
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PUBLISHED BY SONY — DEVELOPED BY UEP SYSTEMS 


Let me start off this review by 
stating that I was not a huge fan of 
the original Cool Boarders di can hear 
the groans of dismay already). In my 
γηϊηα, [6 Πρδὺ βὅϑιηθ υνδϑ ὕοο βῃοτὺ (4 
tracks!) and not very well done. It 
was a hurried product produced by a 
Japanese company that didn't seem 
rom at-hi,—meeanele)eMe)mr-ie-3u-Fojomelemnelomierglel 
(0) 13} 619}}}.,. 191: 8} 69} Θ᾽ Ὁ ΠΡ 6810 0619 }0]- }ῦν 
ter game, however, and the designers 
have obviously spent more time try- 
1Π8 ἴο οδρύῦυτγθ ὍΘ βρογὺ δηα ὉΠ 68 manele 
cases that flock to it. Snowboarding 
is one of the few "extreme sports" 
that makes any sense, as opposed 
179}8}}}66}9}} 615} ο191 6}: 39} 58 - δ 179 19}}}}} τὶ 
chute, riding on a bike with skis 
attached to the wheels, while wear- 
ing in-line skates Cor whatever it is 
that ESPN@ is filling its air time with 
these days). Personally, I'm not a big 
fan of winter games unless they 
include A.) skates, B.) a big stick, C.) 
a little black puck and D.) several 
angry Canadians. Snowboarding, 
ΠΟΘ, ΘΌΡΌΘΘιΙ5 ἴο [6 ὑθθῆδϑθ βιζαῦθ- 
ΡΌΩΙ ὑπμϑδὺ 5ὺ 11} 15. 8, ὉΪΘ Ῥαχγὺ οἵ σηθ. 
ἢν αΞἸ ΠΝ ἢ 9}} 85} }49}0 8 Ὁ 618) 6: ΜΠ ΣΙ ΠΕ τὶ 
game is a lot hipper than last year's 
oth ale ΝΣ 91: 16]. {3 OP J} amnrele).anrial-mnbaslomnre 
wrap some pretty stuff around the 
actual gameplay: a nice FMV feature 
filled with scenes of general boarding 
wackiness and MT'V-style cuts, gener- 
ic alt-rock — tracks and a host of 


Sa Ce Entertain cert Rais lee. 
she — ἱ EP Systems, luc. 


—— Se πὰ πὰ τὰὰὦὃἍἍἅἅ Νν..Χ....΄΄΄΄΄ἦ ἡ ὁὍ.οὄΒὄ.. 


details for you to tweak in the options 
menu in order to personalize your 
game. UEP even smartly paid out for 
a license to use the Burton logo 
throughout the game, which is like 
getting Adidas for a soccer game or 
Old Milwaukee for a fishing game. As 
long as they were doing all that, it 
would have made sense for them to 
Jo}bUUmnel-moling-he-nebeleyiabetcm-Rebelelenale =) aa: 
s¥(0)(6{~ 9m Gum ©1010 /0101010 (0) Wl o10)-N0(- 14>] BaD me Geyeal 
the game; instead they gave the dude 
even more air-time by increasing the 
jaubbeale|-) que)mplOblolrmeeeshesl-jalrcmelengialomnalc 
actual courses. There's a number of 
different ways to play CB& as well. 
οι Οϑῇ ΟἤΟΟΒΘ δἰῦμθν @releehel-ininieler 
Free Style, Big Air, or Half Pipe games. 
"ΕἸ 610}69}9}- 5 10 10} Ὁ} 401} Ὁ τ |6 τ) τ ὙΠ ΒΒ Προς 
6 (ole) eas belo) αἰ τ γ0}.9}9)-}8 9 ὴ 0 1 Π81|- Ὁ τΊω τὶς 
οἵ Ὠϊα θη ὑϑῸκβ (Οη]ν ὮΓΘΘ δα δνϑὶ!- 
able at the start of the game). Free 
Style gives you the option to race 
against another player. Big Air acts 
as a tutorial, introducing you to the 
various tricks that you're able to per- 
form and walks you through how to 
do them. In the Half Pipe mode, you 
attempt to rack-up style points for 
αοΙ Ὁ ὕΠ6 νδῦίοιιϑ ὑγ] 5. 

Not only can you play with dif- 
ferent aspects of the board qualities 
such as speed and responsiveness, 
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ferent snowboard designs? Well my 
little art critic, break open the options 
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mode and customize your deck to your 
heart's content. Scribble your name, 
write a nasty word, draw your girl- 
friend's face, whatever. Your on- 
screen persona comes with the same 
set of options as last year's models, 
allowing you somewhat adjust their 
Kolo) @r-Fomn''(-)0 eae belo minal meal meymnrel-mieleeG 
that best represents your style of 
play, as they each have 


ability, technique, power, | 
balance, quickness and 

maximum speeds. Once 
you've found your perfect 
persona, you get to play 
dress-up and pick out their 
jacket and pants, allowing 
you to put together your 
very own dreamy ensem- 
ble guaranteed to break 
hearts out on the slopes. 
The gameplay is basic 
snowboarding — point the 
nose of the deck down the 
aekeeseurt-Hbemr-f OLOMn rs Gavan 8101}. 179) 
fall off a cliff. The individ- 
ual courses on the 
Competition level offer more vari- 
ety for advanced thrashers. The slopes 
are dotted with lots of moguls, jumps, 
trees and ramps that will shoot you 
over the cars that have been so care- 
lessly been parked on your track. 
Pressing down on the controller will 
make your character duck slightly on 
J ohtsme) au εἴτ am ele;-hG Ome 5}}}4 8,0} 181 melee scir 
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in speed necessary to crack some of 
those tough times on the courses. 
There's a wider variety of moves as 
well, including nose grab, tail grab, 
melancholy, indy nosebone and, my 
personal favorite, the stiffie. These 
new moves will keep you flippin' and 
ΠΑ  τὉ}} νοὺ \-\rmnelmiccnglelercmneett 
ings figured out. Smart players will 
head over to the Big Air section to 
learn the moves, then go practice 
them in the Half Pipe. 

All in all, Cool Boarders 2 is a big 
improvement over UEP's rather lack- 
luster first try The speed is good, not 
great, but you do get a sense of rush- 
ing down a mountain, especially when 
you switch to first person perspec- 
tive. Aside from a tendency for the 
polygons to crack, the graphics do 
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their job adequately Cyou're on snow 
— it's white). The new moves are a 
M)(<) {εἰολε εἴτ τ Ke δι} 5 10} 6 ἈΝ τ Ἀ6.0 mnslom-Neeeiniaare) 
customize your own board is super 
(cfolo) 5 τοῖο δ οἴ: ΓΞ 6198 }0]- -Ἰ6 δ 15 γ.- 6 0. 6 τ 
few other PlayStation games. If an 
attitudinal snow-shredder lurks right 
below the surface of your normally 
calm exterior, check this one out. 


J. Smithers 
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"PUBLISHED BY ACCOLADE — DEVELOPED BY PITBULL SYNDICATE 


For those of you that have been 
around awhile, you’re probably well aware 
of the “Test Drive” series of racing games 
from Accolade. The very first Test Drive 
was developed for the C-64 some eleven 
or twelve years ago, and the most recent 
edition was Test Drive Off-Road, that came 
out for the PlayStation earlier this year. 
Well, Test Drive 4 is the latest incarna- 
tion and a game that gets back to its orig- 
inal heritage of licensed vehicles, cops, 
and check points. Of course, in the high- 
ly competitive segment of racing titles, 
Accolade had U.K. developer Pitbull 
Syndicate put in five very large tracks to 
go along with the highly detailed vehicles, 
in the hope of separating Test Drive 4 
from the pack. Well, as Richard Dawson 
said (so eloquently, of course) in the movie 
Running Man, “It’s... Showtime!”. 

Test Drive 4 offers many ways to 
race, and even offers the chance to take 
one of the cars down to the drag strip and 
let ‘er rip for the quarter mile — cool! 
There are four “cups” to be won in TD4: 
The Challenge Cup, which has you race 
the five tracks against five computer oppo- 
nents, where the winner is the driver 
with the lowest cumulative time for the 
five races; The Championship Cup, where 
the goal is to have the highest cumula- 
tive points after ten races (5 are raced 
backwards) — you get points depending 
on your place after each race; The Pitbull 
Cup, where you will have to place first 
in each of the five races if you want to 


TEST DRIVEZ: 


move on to the next track; and The 
Masters Cup, where you race a different 
car on each of the different tracks (10), 
and the one with the lowest cumulative 
time wins the cup. Well, that’s four pret- 
ty good challenges that face you, and 
let me be the first to tell you — you won’t 
accomplish this very quickly. But more 
on this later... 

There are ten licensed vehicles in Test 
Drive 4, and they range from ’60’s and 
’70’s muscle cars (of the Chrysler & GM 
variety) to some exotics of the ’90’s, 
although the 300Z is an aftermarket vun- 
derkar (440hp??). The cars include a 
1998 Viper GTS, a ‘98 Corvette, a ‘98 
Jaguar XJ820, a ‘69 Corvette ZL-1, a ‘69 
Camaro ZL-1 COPO 9560, a ‘71 Hemi 
Cuda, a “70 Chevelle 454 SS LS-6, a ‘98 
TVR Cerbera (British “supercar”), the 
aforementioned Z and, the mother of all 
muscle machines, the Shelby Cobra 487. 
οἰ ον ΑΕ ἡ ΙΝ ΤΙΣ. Ἢ 611 76}9}} Ὁ Ὁ} 9. - 9} 9}. 9) δ 6 Ὁ Ἃ 
even with the apparent lack of Mustangs; 
so, choosing which one to race first will 
be one of the harder decisions you have 
to make, in TD4. 

Graphically, Test Drive 4 is right up 
there with Rage Racer and GTR. The five 
different courses are absolutely huge and 
will average better than four minutes 
each until you get really good. The dif- 
ferent landscapes include San Francisco 
{π|9}9}9}.τ|} Ὁ 2 59 158 1- δ 0} 01:6 5 δι τ 9) Ο ΘΙ ΠἸΤᾺ 
the wharf, and BIG hills), Washington DC 
(a few monuments can be seen), Bern (a 
city in Switzerland), Kowtow (Japan), 


5 0-60 MPH ; 
ἢ TOP SPEED : 


| 1998 TYR CERBERA 
§ ENGINE : 255ci 4.2 Liter 
§ HORSEPOWER : 360 bhp 

§ TRANSMISSION : 5-Speed Manual 
B WEIGHT - 2315 Ibs 1050 kg 
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and Keswick (England). The courses are 
all wonderfully detailed and look so sharp 
you’d swear that TD4 was in hi-rez mode 
ΓΘ Uineleleriemnrel-mng:\e) ecm-nu-melelmeya 
the go-anywhere variety found in GTR, 
the developers make you think you can 
by providing a great visual depth to the 
surrounding areas, and they further lull 
you into this belief by adding many inter- 
sections that look like you 
could travel down the road 
Bele) Ol} 6101050) (- 95) Me) (06). ¢cm Gobir 
you can’t). As for the licensed 
cars, the screen shots really 
do speak for themselves. 
The gameplay in Test 
Drive 4 is seriously fast, to 
the point where you begin to 
think that you’re playing an § 
arcade style racer, a la Rage § 
Racer or Need for Speed II. 
Well, one tap of the car in 
front of you, or the wall beside 
you will let you know imme- 
diately that the gameplay is 
not arcade — it’s pure simu- 
lation. The cars act life-like, 
as you will find yourself * 
..9}}}} 65} 16 16|9}81} 09}} 59} δι δ τ} τ᾿ padi side 
swipe, while going about 150 MPH. There 
are seven different camera angles, but 
none of them offer a rearview mirror 
and there isn’t a button that will let you 
look behind your car. For me, this is a 
significant flaw, as there are too many 
times that you need to keep the guy 
behind you, but you don’t know if he’s 
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passing on the left or right. And the cops? 
BCobMe chou mcirejennalelm age semoleliiiatmeumeiog 
sain ele)birmer-Aigier-Mevel-me)minel-ciomn {9119} 9} 9 15} 
Speaking of options, there are basically 
only two gameplay options in TD4: traf- 
fic on/off and checkpoints on/off. I would 
have liked one more: simulation on/off. 
The game is so fast and so good looking 
9 ΕΝ oniameleinnbermanal-m-haer-Kel-meelnloemnnee 
Accolade would have allowed gamers the 
ΟἤΘΏΟΘ ἴο ὈϊΙαδὺ ΠΡΟ ΡῊ MD ὉΠ ηαθρθα 
by the small mistakes that can cause 
1a0k-H(O)Gm'Ahe]-L0]Uincm@eekelclommel.¢- my. WOblOMnsinel 
Need for Speed II). One last complaint 
is that you can’t save your place dur- 
ing any of the “cups.” Five races at one 
sitting? Maybe. But ten? You know, some 
times you gotta just turn it off, collect 
δ (6 λϑ ει 6 16}} 81 Ὁ τ 6.6 ΝΠ 1-} 8}. 6.9}81- 29}: 6) a Γ τ ὦ 

Test Drive 4 brings to life all of the 
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such a solid series over the years, and 
does it in 52-bit splendor. The engine 
Sle) Uhalolsm-Hgomre)omele)relemm-NinelelercyamnalsMent(c) ὦ 
all sound effects and music are nonde- 
script. The graphics are impeccable, but 
the gameplay could use just a little bit of 
ob. 6heleum Wal-melenressemutelcmicmnet: im ke cir 8) ἕλ ἐς 
4 is a great driving experience and a pure 
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Test Drive 4 brings to life all of the things that have τ 
made the product line such a solid series over the 


years, and does it in 32-bit splendor The engine 


sounds are top notch, although the overall sound 


effects and music are nondescript. The graphics are 
impeccable, but the gameplay could use just a little 
bit of fixin’. The bottom line is that Test Drive 4 is a 
great driving experience and a pure adrenaline rush. 
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Yeah, we've had some decent sci-fi 
shooters on the PlayStation: Wing 
Θ᾽ 9194} {2808 ||. Ὁ τη 80 Ὁ AVM Δ nOmee arom 'sinemetle gs 
FMV than gameplay), Jupiter Strike (a 
StarFox wanna-be), Electronic Arts' recent 
Darklight Conflict (fun but flawed). None 
0) δ. 5 615} 5.619}. 5λ}4τ} δ πῆ. τ} δ 9} 810}0 5. η81- 9) 91: : 
er of Colony Wars, Psygnosis' stellar star- 
ship simulator. This two-CD gem has me 
constantly playing it, when I'm supposed 
to be doing something else, and I can think 
(0) δ oko mm edt dels cm 419}94}9}}}} 1:81. ὁπ 9} ἢ 8 0τ|0} 
gamer such as myself. 

Colony Wars casts you as a rookie 
pilot, in the League of Free Nations, fight- 
ing across five solar systems to liberate 
the Colony Worlds from the Empire. 
(George Lucas, please contact Psygnosis 
regarding royalty payments.) There are 
over 60 non-linear missions divvied up 
into 18 "acts," six ending sequences, two 
dozen. story-telling FMV clips and 56 types 
of spacecraft, both good and bad, large 
(REALLY large in a few cases) and small. 
You get to fly six of those 56: scout, fight- 
er, stealth bomber, interceptor and two 
heavy assault ships. Each one has a cus- 
tomized cockpit, weapons load-out and 
flight capabilities. There are also three 
views of the action (full cockpit, stripped- 
[6 9}. 8.2. 1.910}.49}}}} τὴ 816 5.61: 8} 8 16 Δ η8 τὰ 8} }9}} 

But it's the high-resolution battle 
sequences that are truly uncanny, with 
special effects that just can't be done jus- 
tice by mere screen shots. The light-sourc- 
ing when you turn and weave near a sun, 
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the sparking metal, when you pummel an 
enemy ship with your lasers, the trail of 
flame left behind a damaged craft, the 
blinding explosions, when you destroy a 
target, the streaks of your lasers Zip- 
ping through space, the planets Cwith mov- 
ing atmospheres) and black holes looming 
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in the background — it's Star Wars-a-riff- 
ic, and a testament to the artists and pro- 
grammers that they were able to turn 
these normally mundane effects into such 
dazzling pieces of eye candy. The music 
and sound effects are almost as spectac- 
ular as the visuals; the variety of orches- 
tral tunes have a distinctive John Williams 
flavor that get you right into the laser- 
Ὀ]αϑυϊ 9 τηοοά. 

The gameplay also has a surprising 
amount of depth, forcing you to combine 
Ὀϊνοηϊη  ΠΙΡῊῦ 5Κ1}15 sine συραύθδιο ὑῃϊηῖ- 
ing. A tiny example: many enemy ships 
require you to disable their shields with 
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your Anti-Shield lasers, then destroy them 
with your big guns. (My favorite weapon, 
13.419} am el-Fomremel-mnel-m-au-heeeier-malele).qnner- nn 
lets you snag an enemy ship and let it 
drag you around while you blast away.) 
ἐν εἴ εν {5} 10} 6 1 Δ. 66 8166 586 }.}.0}}}4-.9} 091}. 615} 885] 
friendly targets and/or destroying enemy 
targets, are wisely structured so that 
there's almost always something to shoot; 
there's no boring flight — 
between waypoints, just a con- μα 
stantly flowing stream of 
ϑιοῦϊοῃ. 

The AI of the enemy pilots 
grows ever more challenging # 
at a nice, gradual pace Chey, 
with 60+ missions, there 
SHOULD be a big learning 
curve). The controls, which are 
taught to you by six short and 
sweet training missions, never 
get in the way of the action. 
And while the ships maneu- 
ver quite well with a regular 
pad, they move like buttah 
"19 nel 0 0 ἢ 01: 919}615 0 9}}0-| 

But wait, there's more: in 
between each mission, you can 
Joebatelemnbuome-nmot-hr-Nel-R-i-ma pin emebebiepmest-nnleyel 
ole Hemevemnel-mis-nulelercmjalie cme) mnriel-mct-Resl-m@nals 
more ships you encounter, the larger the 
database becomes) and the various solar 
systems Chelping you follow the plot). Yes, 
the story and the various spacecraft are 
derivative of the dozens of space epics 
that have come before, but I'll take Colony 
Wars’ focus on spectacular gameplay over 
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sequences any day. Is there anything miss- 
ing? Just a two-player Link Cable mode, 
which would've sorely tempted me to 
grace this game with the almighty 
Platinum X. 
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Colony Wars simply does everything 
right. The storyline is involving and delight- 
fully non-linear; the graphics rival Crash 
Bandicoot as the best visuals of any 
PlayStation game to date; the music 
enhances the game instead of being back- 
ground noise; and the gameplay is a non- 
stop festival of flying and shooting. I love 
this game madly. So will you. 


Zach 
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PUBLISHED BY EIDOS — DEVELOPED BY CORE 


ΜΜΟΥΘ ὕχϑῃ δὴν οὔϑῃ ϑὅϑυῃβ οοζη- 
ing this holiday season, Eidos’ 
“Fighting Force” makes a good case 
for bringing 16-bit gameplay to 3D 
life on the PlayStation. There is no 
question that Core’s inspiration for 
the game came from the “Streets of 
Rage” series for the Genesis and Mega 
Drive. 

Fighting Force features one or two 
player cooperative play and allows 
the playercs) to choose among four 
different characters — two guys or 
gals (Hawk, Smasher, Alana and 
Mace). You then proceed to do bat- 
tle against an almost limitless supply 
of bad guys over seven different envi- 
ronments. The bad guys drop health 
power-ups, weapons (guns, baseball 
bats, bazookas, knives, lead pipes and 
the like) when you croak ‘em and you 
expend energy executing your ‘spe- 
cial’ moves. Sound familiar? 

Well, what’s new and different is 
the world in which you play and fight. 
Fighting Force is a great looking game 
Gacjeebbebtcic.-velrmeemrsin'(sl- 6). 9}- τ cme DI 
Hard: The Arcade Game) that features 
true 5D play environments and a float- 
ing camera. There are walls and bar- 
ricades built to keep your progress 
going in a controlled direction — kind 
of a go-anywhere environment with 
a sense of purpose. When you link 
ΓΡΟΙΏ ἃ ΓΘ8, οἵ οοῃηπΠιοῦ ὕο 8.68, οὗ EGLO) OG 
flict, the camera will swing around to 


ΠΕ ΤΊ, 
er πε τὰν ἘΞ δα, ee ε--- ~ ? 


a = 


ΒΞ ΥΩ 
~~. «κι... 


ΠΠΉΠΙΝ 


FORCE 


PRESS s/f BU Tor 


(Ὁ τη Core Design Linited 1997. a. 
©& Published by Eidos Interactive Lirited 1997. 
All Rights Reserved 
try and give you the best view of the 
action. For the most part, it works — 
and the designers have given you the 
ability to pull the camera back so you 
can see the bad guys in a wider field 
of view. There are times in the game 
when you can choose which direction 


you want to take (what arena you 
want to fight in next) — kind of 
branching points like in a racing game, 
and this adds to the sense of having 
6) {5751} δ᾽ 10) GLO ROM -», 49) 6} 0 Ὁ 8. 9 3 99 1 Π8-- 
classic side-scroller. 
Gameplay-wise, each character 
has 40 moves — most of them repeat- 
ed in each character with a few unique 
moves for each. You can get through 
the first five or six stages (there are 
seven worlds and 30 different stages 
in the game) using the basics. After 
that, νοι] need to plan a strategy or 
you’ll get waxed. I have found that 
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what works for me is to attack, run 
away and regroup, then attack again. 
Except for in tight spaces Clike the 
subway level), this works well because 
it usually gets your attackers to line 
[uhom-halemcressel-me-hrmn ele mmecesemnal-m-t-neele 
αἰγθοϊύξἽοηῃ. ΟὯΘ ΓΕ Ϊ 9 5114Θ τον δ 
knock three or more bad dudes and 
dudettes down at the same time. 
Weapons are good to have 
when the bosses come 
around, but the basic hand- 
von at-Nelemee)aele)-hrmele— mr elm lee) 
1868 19:0} δ) 18. - ΔΈ 6.-Ὰ 

Μν Οογηθιϑιῦβ 116 ἴῃ [6 
lack of story-telling (there 
is absolutely none... unless 
you read the instruction 
manual) and in the some- 
what repetitive nature of 
the gameplay. Much like an 
arcade game, Fighting Force 
never really tells you why 
you are here, why you care 
or what evil force you are 
attempting to bring to its 
knees. The gameplay is the 
direct descendant of games 
like SOR and Final Fight. This brings 
ΝΠ 1 5 9 1.010} 7 9. ἡ εἴ: Ὁ 5101010 5 τῆι Ποῖ 9. 6 δὴ 
you are like me, the good is the mind- 
less thrill you get in just trying to 
Slaughter wave after wave of attack- 
ers. If you’re more of a Tekken 
2&/Street Fighter kind of guy, the bad 
is that the toughs aren’t particular- 
Ιν Ὀγρισῃῦ. ΑἸΠΟΌΡΗ, 1ῃ ὉΠ6 ο8856 οὗ 
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Fighting Force, an attempt has been 
made to give the enemy better AI. 
Still, they are pretty much punch- 
ing bags. 

Again, if you are like me... that’s 


all right. ’m. not a big one-on-one fight- 
Ἰη95 δὰν 8η6 1 αἀοῃ ὖ [1 mn gtalelmremeasia et 
orize 100s of different moves, then 
try to pull them off... Ha! I prefer the 
Simpler approach of games like 
Fighting Force. It’s solid, fun game- 
play wrapped in a graphically pleas- 
ing package — and there isn’t another 
game like it on the PlayStation. 


Dave 
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..again, if you are like me... that’s all right. I’m not [7 
a big one-on-one fighting guy and | don’t like trying 
to memorize 100s of different moves, then try to pull 
them off... Ha! | prefer the simpler approach of games 
like Fighting Force. It’s solid, fun gameplay wrapped 


in a graphically pleasing package — and there isn’t 


another game like it on the PlayStation. 
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much commercial and critical success. 
Its “uniqueness” was unmatched in any 
racing game — having players race on 
jet-powered hover bikes over land and 
sea, with the ability to grapple to mag- 
netic poles, was a cool new approach to 
an otherwise tired and overloaded genre. 
ΓΒ 1 66 10}} 5} 0.69} 869} 6 ΓΞ} {π 619}88 15} 9.91} τὴν 
a worse time, (Nintendo’s Wave Race 
SJehjeje com qeerciel\imrelomcr Reel ὑἰγὴθ Ἰαϑὺ γθ ἃ 
— showcasing unbelievable water effects 
and physics, making Jet Moto’s pale in 
ΘΟΙΏΡΘΡΊΘΟΠ) mira 85 Τηϑηδϑθα ἴο mune a 
[1 9}815}3}} τ). ΠΑ τ -Σ 6)6.- 9, 3 181-29} -.8 2.81: 
selling PlayStation titles, according to 
TRSTS data, since December of last year 
— that’s what we, in the video game 
industry, call an evergreen product. 
Yet, with all of its success, Jet Moto 
was not a flawless game (we gave it a 
Silver rating of 85% back in the January 
issue). Some of the complaints con- 
sumers and press had were: 1. The game 
was excrutiatingly difficult. Actually 
achieving first place in the season was 
akin to an act of God — and it wasn’t a 
icc heayeiercmenl ee Olinia—jinal-) oul Ogonniaeneloel 
started tough and just got tougher. 2. 
Wolo m deh o)enler-me-Nineleer-Jam-eleemmee)ellem@er-Aic 
been much better. Our own Alex 
Andrews commented that the wake left 
behind your vehicle “looks like Don 
King’s hair on a good hair day” — ouch. 
5. Although there were plenty of tracks 
to race on, there was a distinct “same- 
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ness” to them. For the most part you 
had your beach-side ocean tracks, your 
snowy mountain tracks and your muddy 
Swamp tracks (although, the final track, 
“Nightmare”, was truly inspirational). 
4. There were a few control issues — 
nothing major — but the bikes were slug- 
gish and unresponsive, to the point 
where you found yourself constantly 
hugging the boundaries of the tracks. 
Stay with me now; the reason I just 
spent a whole paragraph pointing out 
the original Jet Moto’s weaknesses was 
not to bash the game, but to show that 
Sony, wanting to create a lasting fran- 
chise, recognized the few flaws it had, 
and put a lot of effort into correcting 
them in the sequel. There are a ton of 
new additions and improvements in Jet 
1 Co) ro οὶ ὑμϑαὺ Ἰοὺ ὕῃ8 βϑιη ἴἴο 8, Ο]Θ 
new category of excellence. For starters, 
the sheer variety of tracks is especial- 
ly noteworthy. Each one is completely 
different from the last and, for the most 
part, are fantasy-inspired. This time 
around you’ll find yourself racing 


ὉΠΡΟΘΘῊ αδΡκ, ὉΠ ΘΥ̓Ρ̓ῬΟΙΠα ΟΘνΘΡΏΒ, 


over a partially submerged Los Angeles, 
after the “Big One”, through a facsim- 
ile of Yellowstone Park, complete with 


buffalo and a spouting geyser, over and 


around an active, lava-spewing volcano, 
on top of a rickety roller-coaster with 
huge vertical drops and crazy 
corkscrews, where the object is to use 
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where you start off in the tranquil 
heights of Heaven — complete with a 
happy-go-lucky soundtrack. Then, with- 
out warning, you are dropped into the 
violent depths of Hell, with accompa- 
nying head-bashing heavy metal music. 
And there is more. 

The graphics have been upgraded 
as well. Things look a lot smoother and 
more detailed, from the 
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Of all the things that needed 
improvement, music wasn’t one of them, 
and the sequel’s soundtrack is no excep- 
ΔΝ 4 ὉΠ -Ἰην ne ΝΠ} 1919 5 τὴ 916 me qelenelelcmeleln 
this exceptional game. 

Considering the amazing success of 


assorted riders to the var- _ = — 


ous texturemaps, overall a 
big improvement from the 
original. 

In terms of control, a 
new set of air brakes have 
been added to your bike, | : 
which offer up the luxury of 
slowing down or even stop- 
ping in mid-air. This comes 
in particularly handy when 
Aielemnocgeemeeur-Mmioceshemesauenlle 
not realizing there’s a check- 
point sign waiting on the 
other side, and you need to 
put yourself back on the 
ground before the thing sep- 
arates you from your ride. ™ 
The overall responsiveness has been 
jacked up a few notches as well, and 
navigating through tight turns and 
tricky situations is almost a breeze. 

The game is no longer impossibly 
Chisa(colirmeyiniel-seum.Wineleler-vem Ὁ 2. 10}. 641 τ| 581: 
is it easy, you’ll be able to progress from 
season to season with a, little effort and 
practice. 


the original Jet Moto, it’s pretty much 
suaranteed that the sequel will do as 
well and, most likely, much better. The 
improvements and additions that were 
added to Jet Moto 2 make it worth own- 
ing and a must-have for anyone who 
thrilled to the original. I hope you have 
a lot Christmas cash tucked away; it’s 
going to be a busy holiday season! 


Greg 
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Considering the amazing success of the original 
Jet Moto, it’s pretty much guaranteed that the sequel 


will do as well and, most likely, much better. The | 
improvements and additions that were added to Jet | 


Moto 2 make it worth owning and a must-have 
for anyone who thrilled to the original. | hope you 
have a lot Christmas cash tucked away; it’s going to 
be a busy holiday season! 
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EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along | 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for | 
those older games that you might have missed (or wish you had). 
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bi PIGAY OU ΟΝ USO ΒΕΔ November 1997 85% 
Final Fantasy VII September 1997 99% Dynasty Warriors August 1997 85% 
Resident Evil: Director's Cut ; November 1997 98% Warcraft II | September 1997 85% 
NFLGameDay98 October 1997 98% PGA Tour 98 | November 1997 85% 
aa GOLD GAMES ISSUE RATING Nascar 98 November 1997 85% 
Grand Tour Racing 98 October 1997 96% Big Bass World Championship | June 1997 84% 
Croc: Legend of the Gobbos _ October 1997 95% Madden NFL 98 | October 1997 83% 
NHL Face-Off 98 November 1997 95% Bravo Air Race | September 1997 | 83% 
Treasures of the Deep October 1997 . 99. Bushido Blade October 1997 83% 
Hercules ᾿ September 1997 ᾿ 98% The Lost World November 1997 83% 
Raystorm September 1997 93% Averblood June 1997 80% 
Time Crisis —s October 1997 . 1 Ὁ aa Mass Destruction June 1997 82% 
| =X+0 N 7 % τ iene ee 
οὐδοῦ ΘΠ Ἐπὶ _ 5. Battle Arena Toshinden 3 June 1997 82% 
G-Police Se ae NCAA Football 98 October 1997 | 82% 
Need for Speed II June 1997 | 92% 3 τ = or 
: --.-. Porsche Challenge October 1997 | 81% 
Nanotek Warrior July 1997 | 92% 
: — NBA Hangtime August 1997 81% 
Ace Combat 2 August 1997 92% : , — 
— Poy Poy | August 1997 81% 
Steel Reign November 1997 92% . —_ — 
——— , ᾿ σε στα τὰ Bottom of the 9th 97 November 1997 81% 
MLB 98 September 1997 91% - - 
— Tecmo Stackers November 1997 80% 
Thunder Truck Rally June 1997 91% --.-- - 
ae : = Abe's Oddysee November 1997 80% 
Machine Hunter | August 1997 91% — —— | 
NHL Breakaway 98 November 1997 91% sks BR ἘΠ AN cau i ahs 
Parappa the Rapper August 1997 90% 0 G rere ISSUE RATING 
Ogre Battle september 1997 90% ΟΠΟΊΑ myirorere ἘΦ = Rugue 59: 
Triple Play 98 June 1997 90% LOWErpiBy we = is: dl sl _ — 
Castlevania: Symphony of the Night | November 1997 | 90% Mega Man χά , , November 1997 18% _ 
Pandemonium 2 November 1997 | 90% Tail of the Sun June 1997 = (Se 
Felony 11-79 October 1997 90% Grand slam Baseball | June 1997 77% 
᾿- οὐδ ΠΝ ἜΘ "ἫΝ δ ΟΕ ic ia RATING | Jimmy Johnson Football November 1997 77% 
Excalibur 2555 A.D. August 1997 89% Rush Hour | June 1997 76% 
Clock Tower October 1997 88% Battlesport September 1997 19% 
Herc's Adventures June 1997 88% Discworld I] October 1997 73% 
Swagman June 1997 88% All Star Baseball "97 Γ΄ July 1997 71% 
Maximum Force | November 1997 86% __TINGAMES 2... ASSUE. RATING, 
Marvel Super Heroes November 1997 | 86% Golden Nugget November 1997 | 68% 
NHL 98 | November 1997 | _ 85% NCAA Final Four ὁ ὁ | June 1997 22% 


᾿ WHAT DO ALL THOSE NUMBERS MEAN? 
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“Must buy” games; each om (00d games, but lacking Mediocre titles that 
carries our editor’s seal of ἜΣ -ς 4 in some area: for fans of suffer from some serious 
approval. ἘΠῚ that style of game. flaws. Rent — don’t buy. 


| 0-69% 
Tin. games are to be avoided 
at all costs. Only die-hard 


98-100% 
c— The ultimate gaming 
experience. 


gamers would buy these. 
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Striving for Perfection? 
Dimension Publishing’s got the answers 
to your questions on the 
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ASCII Entertainment wre D | 
Guide when you SUBSCRIBE to the best, the only, monthly | | Ῥανθῶοοι.ς.ς..ςςςς.ςςςς. δο δὶ, 
peak TY xican and Canadian orders $39.95 for subscriptions plus $3.50 shipping & handling for the Crash Guide. Foreign orders call for pricing. | Ἱψοσπνοοὰ a a 


CAPCOM ....ssersseeeesOy 35, 37, 38, K 3!) 
BCE ny Quest ΜΉ... 57 
Allow 6-8 weeks for delivery. CA residents add $0.66 sales tax to strategy quide orders. 


Wild Arms ©1997 Sony Computer Entertainment Inc. SoulBlade™ ©1997 Namco, Ltd. All rights reserved. Tomb Raider and Tomb Raider 2 are registered trademarks of Eidos Interactive. All rights reserved. “Crash Bandicoot", “Crash 
Bandicoot 2: Cortex Strikes Back” and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Entertainment logo is a 
trademark of Sony Corporation. Blasto™ ©1997 Sony ee Entertainment Inc. PlayStation and the Freese logos are trademarks of Sony ial Entertainment, Inc. 
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> everyone. All others pay full retail price of $12.95, plus shipping ἃ handling charges. Specify SFA, Star 


) Gladiator, Crash Bandicoot, Tomb Raider or Pandemonium. inside the U.S., add $1.50 per guide for ship- 
4 ἴω and handling. Canada & Mexico add $3.50 for shipping and handling. Foreign orders call for pricing. 
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Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 
characters and introducing a new villain masterfully trained in the ancient martial 
art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to- 
weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 


battle axes to engage in the ultimate conflict. Heck, even the 


Empire never struck back this hard. www.!lucasarts.com 


©." ὁ © 1997 Lucestilm Ltd. and LucasArts Entertainment Company. All Rights Reserved. Star Wars and the LucasAsts logo are registered trademarks. and Masters of Teras Kasi ig a trademark of Lucasfilm Ltd, used under authorization. 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Ing, 
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Tecmo 

R&D, the 

research arm 

οἵ α ἰδααΐπο 

y= game manufacturer, 
recently stumbled 

Ρ'΄ upon an astounding 
discovery: the presence 

of cyber monsters in all CDs. 
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According to a source at 
ee | Tecmo, “We were analyzing 
ng CD technology when we 


y) | came across some interesting 
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inactive segment of a CD. 
Initially we believed this to 

be an isolated case, but 
further investigation proved 
MOM o\-Mecolilirolameltitelivee| 

CDs, regardless of their purpose. 
Even music and PC CDs contain 
this ‘genetic’ coding.” 
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Tecmo is uncertain of the original — 
ἰηἰδηΐοη οὐ [656 οουίδϑ, υυΐ ἀοθϑ ςοπῆγπη 
that they mirror human genetic coding, and that 
CNR ODM 91091510|-|9 Morel niolla 5 ΠῚ ([U-M-lm IM CMaCliiTol-re 
that CD manufacturers have conspired to imbed these hidden codes. An 
investigation is currently underway. 


In order to facilitate further testing of the cyber creatures, Tecmo has developed a 

safe environment that can be reconstructed with the PlayStation” console. The virtual 

environment allows the user to release these dormant ‘cyber-monsters’ into a controlled 

environment for testing. Insiders at Tecmo jokingly refer to the environment as the ‘Monster 
Ranch,’ and to themselves as ‘Monster Ranchers.’ The virtual environment has recently 
ραϑ566 ἰβαίδγαί βαῆδθυ ουϊα δ [πθ5, απαὶ νν!! 6. αναϊαία ονθϑγ- μι οουηίδγ [Π 5 [α!!. 


“We don’t want to alarm the public, but we do recommend caution when using any 
CD,” a Tecmo spokesperson warned. 


Monster Rancher'’ ©1997 Tecmo Ltd. TECMO”’ is a registered trademark of Tecmo, Inc. For additional information 
— | on this product, call 1-800-771-3772 for game rating information. PlayStation and the PlayStation logos are 

Si. trademarks of Sony Computer Entertainment Inc. TECMO 19260 S. Van Ness Avenue, Torrance, CA 90501. . 
Phone (310)787-2900 Fax (310) 787-3131. Visit Tecmo at www.tecmo.co.jp. ee oe 
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Our goal is to preserve classic video game magazines s 
they are not lost permanently. 


People interested in helping out in any 
Please visit us at 


[f you come across anyone i, iy. from 
this site, Please do not support them and do let us kno 


Thank you! 


